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No, I mean are you READY?! Because you're about to enter a 
serious battle zone where only the prepared survive. What's the 
real trick? Plug into Nintendo Power and see for yourself. 

Check it out! Right now we've even got a special hard-hitting 
offer for you. Along with 12 rocking issues of Nintendo Power for 
only $19.95* o.s., you get your choice of one of these — FREE: 

■ Pokemon Stadium™ N64' Player's Guide 

■ Pokemon™ Trading Card Game Game Boy’ PLayeris Guide 
(including a brnried-edition Wenimi? 13/66 holographic card bound right in!) 

■ Pokemon Stadium™ T-Shirt (Adult size XL) 

How can you Lose? Every jam-packed issue of Nintendo Power 
reveals the tips aad tricks, strategies and secret codes, maps 
and moves to ma|<e you a Pok&non master on N64 and Game 
Boy. Plus, only Nintendo Power has Pokecenter and Pokdchat. 
No one else covers the rest of the stammin' Nintendo family 
of games like Nintendo Power. It's the source. 

Stay ahead of the competition with Nintendo Power. And when 
you enter the Pokdmon Stadium, it's you who'll rule! 

ORDER NOW AND SAVE 66% OFF 
THE NEWSSTAND COVER PRICE! CALI TOLL-FREE:, 
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Hlntendo/OPatui^/tiAME FREAK, 
w and w are tradfwaifc of 
Nintendo of America Inc. A 
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You may also subscribe via our website; www.mntendo.com 

(*Carxxter> ttsrienb v# 127,S5 Oh>) 
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Therms moreThan one way to 
melt plastic. Deal destruction from 
above by taking, to the skies with 
our tactics for the ultimate air raid. 
















That’s 100 more than rat poison. 








www the truth 


Dustin Ocean Beach California 



Cigarette srnoke contains 


poisons. 










with the return of the 
--player Battle Made, 

I looks like a title that 


such as Fire, Hurricane and 
Gravity! . 


Five Battle Modes - Survival, 
King & Knights , Mattie Roy at. 
Key Trial\ and Score Attack 


FOur Stayers can battte on a' Jj&g? j l)-[yj 

Sp/it Screen! • 
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GAMEBOf 


Mild Amiuted Violence 

Visit wm.t srb org 
or c.l! 1 800-771 3772 
for more nfo. 


Wi ONLY INFRARED RESPONSIVE 

G8C GAME t . 11 

(Le. use your TV remote control to unlock 


LINK VP AND BATTIC.!YOUK FK/CNDSf 

COLLECT AND CREATE NSW * 
CNARAB0MS 














TUROK 3 PREVIEW 
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If you interpret “Cerebral 
Bore” to mean "the coolest 
weapon ever" rather than 
'adiillbrainiac/ you'll love 
this month's bronto-sized 
puukatTurok 3 snow 
heroes and Jurassic-kicking 
weaponry 
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DUCK DODGERS 



Marvin the Martian is on 
the loose, and only Daffy 
Duck can stop him in 
Infogrames' looney romp 
based on the cartoon, Duck 
Dodgers in the 24 Mb 
Century So stop being des¬ 
picable and loam how to lay 
the quack down 





AIDYN CHRONICLES PREVIEW 


m 






I HQ is touting* as th* 
first true RPG for the N64 
Turn-bnsed battling 
Spellcasting Real-time 
adventuring with four con¬ 
trol I able characters nt a 
time Join the party with 
this month's preview 



so 
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Get good at being bad Marios 
archriva! returns in Warm Land 3 
and you'll pick up the wicked tricks 
that II keep your purple overalls 
out of trouble for all 25 levels of 
the Game Boy Color adventure on 
page 58 
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Judging by the overwhelming response we got to our Super Smash 
Bros, question, you readers are Just as fond of the game as we are. We 
might not have determined who the best is, but we can tel) you this—if 

you’ve got the skills (and all of you certainly claim that), any character 
can reign supreme. Check out what your fellow Smashers have to say. 


Pink Power 

Two words: Definitely Kirby, 

Pat Nolan 
Via the Internet 

Isn't it obvious? Who could 
it be except fot Kirby? This 
marshmallow has a ton of 
skill. He has nerves of steel 
and a blade of steel, stands 
hia ground as a rock and 


mimics all other characters. 
No contest necessary. 

Dm Chapman 
Via the Internet 

I think Kirby is the best 
character because he is cute, 
pink, fluffy and very wise. 

Johnny Galhs 
Via the Internet 

The best player on Super 
Smash Bros, is Kirby, and 
here's a tip to keep from los¬ 
ing with him: When you get 
blown really high into the air 
and arc going to disappear 
off screen, turn into a bndk 
to save yourself. 

Nick Young 
Via the Internet 
We have to admit, Kirby is 
rather good. Being able to 
come back from so far off 
screen is a huge advantage, 
and Nick’s tip will help you 
Combat that high throw that is 
the only easy K O. for this 
Dreamland veteran. Thanks a 
lot, Nick—like Kirby maniacs 
needed any more help! 

Psychic Steamroller 

The best SSB character is 


(drumro3l!)...Ness! Why? 

He has a home run bat and 
psychic powets, and he can 
ram himself into an enemy 
by using his PK Thunder 
against himself 

RoarShacki 
Parma, OH 

I hate to admit this, but 
even though he may not be 
my best character, Ness is 
the best in the game. 

Sam Ellenbogcn 
Via the Internet 

The best character in SSB is 
obviously Ness He can 
jump the highest, his PK 
Fire can attach itself to 
other players and his PK 
Thunder is incredibly pow¬ 
erful if you use it to smash 
Ness into opponents. Plus, 
his PSI Magnet recovers 
damage. Add that to the fact 
that hes from the greatest 
game ever-you see why hes 
the best. 

Murk Ganscr 
Howards Grove, WI 
Yes, there is a certain contin¬ 
gent here atNPwho completely 
agrees with you While those 
attacks put Ness on a plateau, 
lets not forget the instant K.O. 
When Ness is above another 
player, he can do the old Down 
and A attack to dunk them off 
the bottom of the screen before 
they can weaver 


The Hylian Hit Machine 

Who can destroy Gannon- 
dorf, wild dragons and 


witches? Who else can use 
magic? Who else can both 
outfight and outsmart peo¬ 
ple? Link is the best. 

Nick Bcasltn 
Sandy, UT 

By far, it's Link First of all, 
he has the original Zelda 
music. Master Sword and 
Hyrule castle backing him 
up, but he also has the infa¬ 
mous bombs, boomerang 
and Hookshot in his arsenal. 
One thing bothers me, 
though. In Ocarina of Time, 
only young Link can use the 
boomerang, but in SSB adult 
Link am. Why? 

Michael Shaeffer 
Via the Internet 
He can use the boomerang 
because he had one spechdly 
made for the Smash Bros, tour¬ 
nament , all right? Link docs rule 
the roost more often than not, 
since his attach are so fast and 
powerful. His one weakness, the 
short triple-jump, ts negligible in 
the hands of a master. 

The Yoshinator 

Yoshi isn't just the cutest 
Nintendo character ever. 
Come on, we all know that 
Yoshi s Slurp and Burp move 
is the best throw. Even 
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rhough he has no Up and B 
move, the rest of his moves 
more than make up for it. 

The best is the hip drop 

Rebecca ]. Schmitt 
Via the Internet 
Lets not forget the fact that 
Yoshi is nearly invincible while 
jumping Man, that link guy 
can catch air! 

The Samus Spank? 

I would have to say S amus is 
the best Super Smash Bros, 
character because she can do 
the "Samus Spank" and you 
can supercharge her gun. 

Alex Potts 
Via the Internet 
Uh...we like Samus, too, but 
seriously "The Samus Spank?* 

The Classic Champ 

Are you crazy? No one could 
touch Mario. He's one of 
the best jumpers in the 
game, has a slew of moves 
like the Bowser toss and 
fireball, and can do insane 
combos My favorite is “The 
Mano TKO Tornado”—a 
tornado spin, headbutt, 
com uppercut. 

Mason Mangrum 
Via the Internet 

The best character is, of 
course, Mario. Not just 
because he's Nintendo's 
main plumber. If he's not 
doing his spm move up 
close, he's shooting fireballs 
from far away. 

Kashif Sheikh 
Via the Internet 
Who could say no to Mario*A 
certain stnasker on the NP staff 
who shall remain nameless 
(Chris "Punisher" Skeppent) 
uses Mario's headbutt so effec¬ 
tively it's practically unstop¬ 
pable. And that vacuum spin? 
Foigct about it. 

Electroshock Therapy 

Pikachu is definitely the best 
It has super speed and pow¬ 


erful attacks like thunder, 
and uses the Quick Attack to 
get back in the battle 

Dana Vinter 
Via the Internet 
Yeah, but how does Pikachu get 
such a powetjul swing when it 
has to carry a Beam Sword in 
its mouth* Wc can't figure that 
out Still the fact that Pikachu 
is such a small f i{si target 
makes it incredibly tough. 

Aye, Aye, Captain 

Captain Falcon is the fastest 
m the game and can hurl 
items a long way. His Falcon 
Punch is so srrong! And, no 
one else looks good in black. 

Dame! Casey 
Via the Internet 
But if you miss with his Up and 
B, you're done for. Then again, 
if if connects, it's probably the 
coolest looking attack ever. 

The Kong is King 

Even though he doesn't have 
any fancy moves, I think 
Donkey Kong's brute 
strength can take anybody. 

Chris Leone 
Via the Internet 
DK is a force to he t'cchoned 
with, to be sure. Not only can he 
hurl bamls around like they 
were toys, he can also pick up 
other characters and carry them 
off the ledge to their doom ff 
you're leading tn the match. 

let’s Not Forget Luigi 

Luigi is just like Mario but 
better. His uppercut move 
can K.O. someone with 
high damage instantly. He's 
faster than his brother. And 


his fireballs go straight .and 
don't fall to the ground like 
Mario's 

Jesse Fenlon 
Via the Internet 

The best character has got 
to be Luigi. He is very fast 
and agile and he possesses 
the built up rage from being 
overshadowed by Mano all 
of these years. 

Adam Leucnkcrger 
Via the Internet 
Luigi's also the only character 
whose taunt does damage. Cool 

Favorite? Fox. 

To answer your question, Fox 
is definitely the best. He has 
the quickest and most effective 
moves in the game. The only 
flaw is that hss better moves 
are complicated, and as a 
result beginners get wrecked. 

Tim Hickson 
Via the Internet 
Oh, no wonder we've been get¬ 
ting wrecked 

Puff Can Play 

I think Jigglypuff is the best 
player. Its Sang move is awe¬ 
some! Go Jigglypuffi 

Manna Oltvcira 
Va the Internet 
If you can use Jigglypuffis Sleep 
move effectively, we have to 
admit grudgingly that it's 
almost unstoppable^ 

Finally, a Philosopher 

You wanna know who the 
best is? Well, "beauty is in 
the eye of the beholder" 
Everyone is good— depend¬ 
ing on choice, the characters 
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SAME BOY TOP 10 NINTENDO 64 TOP 20 



Summertime is 
finally here, and with 

the warm weather comes some serious heat on the Power Charts. If the no-nonsense 
debuts of Pokemon Stadium and Mario Party 2 are any indication, it’s going to get 
pretty steamy atop the N64 charts! 



THf LEGEND Of ZEIDA: 

OCARINA Of TIMf 
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Uh.oh Hprc it comes 
Pokemon Stadium begins 
its charge for the top 
spot with an incredible 
debut at number three ff 
Link isn't sweating in his 
Kokin boots yet, wait'll 
he catches a glimpse of 
Mario Party 1, whose 
number-seven debut 

wasn t too shabby either 


GOLDENEYE 007 
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Everything is stable on the 
top of the Game Boy charts, 
so wed just like to take a 
moment to single out long¬ 
time achiever Super Mario 
Land 2 6 Golden Coins This 
game has gone into an incredi¬ 
ble 90th month on the Power 
Charts Talk about staying 
powerJ 
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GAMS 


COMPANY 


1 

2 
3 


GOLDENEYE 007 
POKeMDN STADIUM 

4 DONKEY KONG 64 

5 SUPER SMASN BROS. 

6 JET FORCE GEMINI 

7 MARIO PARTY 2 

R WRESTIEMANIA 2000 
9 HARVEST MOON 64 

10 POKiMON SNAP 

11 MARIO PARTY 

12 RESIDENT EVIL 2 

13 8ANJD-KAZDDIE 

14 SUPER MARIO 64 

15 STAR WARS; ROGUE SQUADRON 

16 Nfl RLITZ 2000 

17 MARIO KART 64 

IR GAUNTLET LEGENDS 

19 ARMY MEN: SARGE'S HEROES 

20 RAINBOW SIX 
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GAMS 


1 POKeMDN (R,R,Y) 

2 TMimntDarm/UimirsmmHG/n 

3 POKeMON PINRAU 

4 JAMES BONO 0D7 

5 SUPER MARIO RROS. DR 

6 swa mm im z i com coins 

7 DONKEY KONG LAND 3 

8 FINAL FANTASY LEGEND 3 

9 RIR8Y'S DREAMIAW 2 

10 DONKEY KONG LAND 


COMPANY 

IMP 

MONTHS 
ON CHART 

NINTENDO 

i i 

19 

NINTENDO 

2 

86 

NINTENDO 

3 

9 

NINTEWD 

4 

26 

NINTENDO 

S 

5 

NINTENDO 

7 

90 

NINTENDO 

R 

30 

SQUARE 

— 

79 

NINTENDO 

— 

56 

NINTENDO 

— 

1 59 


ff I. DOLPHIN 


|f 2. POKeMDN GOLD (GAME ROY) 

I f 3. ZELDA: MAJORATmASK (H6f) 

[[ 4, mmoN mu mm m }' 


If 5, Z&DA: FRUIT OF THE MYSTERIOUS TREE (GAME SOY) 


(6. BANJO-TOOIE (N64) 


j 7. KIRBY 64: TNt CRYSTAL SHARDS (N64) 

I B. GAME BOY ADVAHCE 
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NINTENDO POWER 


f 9. EART NBQ UND 64 (N64) — 

OGRE RATTLE 64: PERSON OF LOR DLY CAUBtf{N64}) 



































































































Letters, Continued. 


PHONE DIRECTORY 


are so beautifully evened out 
its incredible. 

Eons 
Brooklyn, NY 

Thanhs for so eloquently summa¬ 
rizing what is, of course, the true 
genius of Smash Bros EVERY¬ 
ONE is good, and with enough 
pmctice, you can turn any one of 
these characters into world-beaters. 
Unless, of course, you're plying 
against another anonymous mem¬ 
ber of the NP staff who smetrely 
has to inform you that, with Ness, 
he would take every last one of you 
to school 

Evil Fashion Statements 

I was playing Zclda, Ocarina of 
Time and was talking to adult 
Malon at Lon Lon Ranch. I 
looked at her in the first-prison 
view- and noticed she was wear¬ 
ing a brooch. It was Bowser! 
■Why would you put Bowser in a 
Zelda adventure? 

Liz Plahn 
Via the Internet 
Frankly, we didn’t believe you 
until we headed to Lon Lon 
Ranch and cheeked it out for 
ourselves. And wouldn't you 
know it—you're right* There are 
two possibilities, the first of 



which is that Mr Miyamoto 
enjoys shuffling little bits ofhts 
creations together, its evidenced 
by the pictures you can sec inside 
Hyrule Castle from the court¬ 
yard. The other possibility is that 
Bowser has fallen on some hard 
times since his last defeat and is 
tiying to make ends meet by sell¬ 
ing trinkets in kts own image. 
Even supervtUatns have to put 
bread on the table, you know , 

Solar Advisory 

I recently read that this year 
the sun may cause a solar 
storm that could knock out 
our electronics for a while If 
this is true, will it harm our 
video games in any way? 
Please tell us—it could hap¬ 
pen at any time! 

Robert Guilford 

Via the Internet 
We haven't heard of that particular 
phenomenon, but we fiel it's safe to 
say that if you have no power, it 
may be difficult to plug in the N64. 
Unless, of course, you've rigged it 
with solar panels that can harness 
that awesome solar storm. 
Remember, in a power outage, 


Sand+Water=? 

I think Pokemon Stadium is 
really cool, but there’s one 
problem. In the Kids' Club 
there is a game called “Dig, 
Dig, Dig" that features Sand- 
shrews digging in the desert. 
The one who gets to the 
propet depth first ts lifted up 
on a big spurt of water and 
spins around on it happily 
But water hutrs Sandshtew— 
what's up with that? 

Jeff Metcalfe 
Via the Internet 
Surprisingly enough, this isn't 
the only letter we've received on 
this particular subject, so let’s 
set the record straight once and 
for all Sandshrew may be vul¬ 
nerable to Water-type 
ATTACKS, but not to water 
itself If it wandered down to the 
edge of the nver and tried to 
take a sip, the river wouldn't 
pummel it into submission like a 
Hydro Pump would By the 
same token. Ground-types aren’t 
afraid to walk through a pleas¬ 
ant meadow, even though it may 
be filled with scary grass. 


there's always Game Boy! 



WRITE AWAY RIGHT AWAY! 

The battlefields of Soper Smash Bros arent the only places where Nintendo 
worlds collide As Liz Plahn pointed out in one of this month’s letters characters 
oftentimes make cameo appearances in unexpected games But surely Bowser 
cant be the only one who’s quest-starred, can he? If you've noticed any other 
sneaky crossover appearances by Nintendo characters, write in and lot us knowl 

NINTENOO POWER PLAYER’S PULSE 
P.0, BOX 97033 
RE0MQN0, WA 98073-9733 
E-mail: eoapulse@nleteedo.cmn 


NINTENDO 

POWER 

SUBSCRIPTIONS, 
SYSTEM SETUP 
AND REPAIR 

1-800-255-3700 

(1-800-422-4281 TDD) 

6a(n-9pm Pacific time, 
Mnnday-Sntuntay 
6 a m-7 p m Sunday • . 

French and Spanish-speaking 
representatives are available- 

TALK TO A" x 
GAME COUNSELQR 

, 1-900-288-070 A 1 

U S SI 50 per minute 

1-900-451-4400 

Cinada $2 00 per minute 

r (1-425“8 8 3-3714 TD D) I 

6 am S p m Pacific lime, 

P* Monday-Saturday 

6 o m,-? p m Sundny ( 

Cellars under ege 18 need tr obtain 
parental permission ta cell 

POWER LINE 

1-425-885-7529 

Prerecorded Game Tips and 
Future Product Information 

Get news about recent releases and upcoming 
games lot all Nintendo systems Call for help 
on Pok&non Trading Cord Game, Pokemon 
Stadium Resident Evil 2, Donkey Kong 64, Jat 
Farce Gemini, Shadow Man, Hybrid Heayen 
Duke Nukent Zero Hour PobSmonSnnp, Super 
Smash Bros., Sh ulnwgete 64, Castlevarim 
Star Wars- Episode I Rncer, Quake fl r Star 
Mfrre Rogue Squadron Banjo Kazooie Yoshi's 
Story, Diddy Kong Racing, Mortal Kombat 4 
Mission Impossible r tO80 c Snowboarding, 
Quest 64, Forsaken C4 IXtkfi Pfeitam 64 
Brnnherman 64 Otiake 64, Mystical ffinja 
Stirring Goemon, Mischief Makers, GoIdenEye 
0D7, Stor Fox 64, Super Mario 64, Turek. 
Qmosaur Hunter, Turok 2, Doom 64 Star Wars 
Shadows of the Empire and Mortal Kombat 
Trilogy for the Nintendo 64 Thera's also help 
for Super Mano World, Yosto's Island* Super 
Marro World 2, Donkey King Country 1, 2, and 
3 Illusion of Gera, Luf m II Super Me troid 
Secret of Evermore Chrono Trigger, final 
Fantasy III, Super Me no RPG, Breath of fire I 
and U and Ultimate Kombat 3 for the Super 
NES Pokemon Red Blue and Ydlnw, Conkers 
Pocket Tales Shadowgatc Classic, VWnno 
Land II and OKL 3 for tht Game Buy ami *uiy 
Ze Ida game This call m ay be long distance, so 
be sure to get permr-$ion fmm whoever pays 
the phone bill before you call 

NINTENDO 
POWER 
SOURCE -t 

www.nintendo.com 

E-mail nmtendo@mntendo.com 
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If jn.j love video games, Wal-TVart 

V 

. plenty of Nintendo games and 
accessories to keep you company. 
From N64 Systems to Game Boys, 
they’re all just waiting at our Every 

jf ^ 

Day Low Prices for someone to play 

Y S' 

with them. Will you be the' friend? 

do*=¥af-M i dt#? 



Domion, WoWWart Customer 
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YOU HAVE TO LOVE THE SMELL OF BURNT PLASTIC LY THE MORNING. 


n 


5LLS LIKE VICTORY, 
ON THE HELIPAD. THE III 




ar- 


T IT? 300 1IAS YOUR CHOPPER WARMED IJP 
UP TO YOU. 



imu mmib ip mm 


The seemingly endless war between the despicable Tan oppressors and the Green freedom fighters 
has entered a new phase — total air war No man, woman or msect js safe from the hailstorm of high 

explosives mining down from wave after wave of whirlybirds. Aj ace chopper pilot Captain Biadc, 

you'll be the one hovering m harm’s way Take the 
fight to the Tans- from the picnic blankets of the park 
to the next door neighbor's icy driveway. Once again, 
3DO brings these plastic armies to life on the N64. 



•4NTSHT Will 1* 


Ni: HOW IT RATES 

This gnm* contains sounds of vlo- 
itsne t between cSgitizjid mpresinti- 
tions of plastic toys that ongmaljy 
maifc to 1 jserrbif actu il people* 
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™ s ldll,dpaaf lik.C.pt^iBl«ledw» H 3 d^ Ale to fi f ahlimp tb^^^^S^b^d^n’r 

IfliUtOr rilR» hurtclwwdwbe^^t *&«** *v»l*l>Ie,YW51j5«t»ctiejr€liop t as s^pvj^em. 


HUEY 


CHINOOK 


SUPEB STALLION 


APACHE 



The Huey is nimble 
enough to evade 
most ground fire Its 
lightweight armor 
will give you no 
other choice 



Big unresponsive 
and powerful, the 
Chinook was made 
for heavy lifting, 
not high speed 
lults 


assaui 



This iron horse 
can withstand a 
withering barrage 
of weapon fire 
then give es good 
as it gets 



This powerful 
warbirdlsthe 
only way to fly 
once th* Green 
generals make it 
available to you 


W000ST0CK 


HARDCORE 


RAWHIOE 


FELICITY 


SARGE 



This 601s 
throwback ise 
terror with a 
machine gur. If 
it's Tan. he'll 
shoot it 


ras. 






Homing rockets 
are the pre¬ 
ferred weapons 
of this fierce 
flyer with an 
itchy trigger 
finger 



Pilots turn to 
this portly 
professional 
when they 
face difficult 
winching 
work. 



Hername 
doesn't sound 
very threaten¬ 
ing, but don’t 
tell that to the 
Tans she just 
Napalmsd 



m Of, ATC a^feodyiwttaut 

1» 'dicnih^vc sprfSal s*d&***« * cbcst sdtX tkm pr me»sk alrli ind. 


Whun you 
need to rely 
on the steady 
nerves of a 
veteran turn 
to this old 
combatant 



BAG THE BOSS 


TWO PRONGED ATTACK 


TAN BASHING 


An unusually resilient foe like the toy - 
robot in Plastro s Revenge can be bet¬ 
ter handled with two choppers—one 
acting as a decoy while the other fires 


If there is more than one way to move 
through a map. two pilots working in 
unison can close lika a vise on a central 
location 


Tan forces are of ten massed in clusters 
of troops, armored vehicles antimissile 
battenes You can even the odds by 
dividing your destruction duties 


There's plenty of food for everyone 3t 
the picnic, but only one person will ff ad 
the machma fast enough to win the 
game in Pic me Panic 


Fort Frenzy offers a tradition'll take on 
Capture the Fl-ig, while Freezer Bum 
wiP sendyou and your opponontson a 
red flag treasure hunt 


Two of the multiplayer contests have 
you competing to exterminate creepy 
crawlies The first player to get 100 
Bug Points wins 


S&rtwaoi md twowork we the k^ys to «i y suixessmi 

nuB oy^*sndoiu3l^niode allow you aad .friend to 
rhe«ianhdpvnltopmei J*ad, *t the higher levels of the game. 


^pyYER CAMPAIGN 

{hoppersmfhe^thmdmdeytnir Aide 


OmCEHS €U7K cers Ctuhfor viiolw-feien.dlf^i^tiD rt . Uj»To four p*y< 

woph -jet sentto thestocb >de-for »j»xulting an offieerua ti ^aegames- 


ARMY MEN: AIR COMBAT 










































nmrc wme m) mmm cmpm 



MISSION! 

BRIEFING: THEHiUsAREAMVf. 

WITH THE SOUNDS GUNHW. YOU HEEDI 
FIND THEG^EEN SASFTUCHEDNfTO Tht 
FOOTfflLLSTHENHEK UFA SDTPLYCRATE 
FOR THE HOOPS OH THE OTHER SIDE OF 
WE PORTAl. WAiatDUiWRGMHINDFIRE 
LiOR ANEARIYJHVUIQN OFIAHS. 


MISSIONS 

BRIEFING: JHETflNSRCUROT’M 

GREAT DAY FOR A DRIVEN! THEEBUN- 
TRY, RUTYAUR4051S TO RUTJNEMDYfl 
THEIR JOYRIDINTBATf^ESRCDOD. FIND 
THETANRARACESANDBETRGYIHEM 
ttFCrlETHEY JIANASE IBSNEAK15 
CA.,o THROUGH THEPOtTAI. 


BRIEFING: * GREEN ARMY SUPPLY 
TRAIN IS SITTING ON THE HACK* AND 
•RAWING ARE ATAN CHOf .H i STOLE 
SlEfflAlN iT‘WKA$06RGE r SO YQB'll 
NEED TO SHAETT1SCN. if WILL IE 6ff 
TO YOB TO BLEAR ASAFEfAIHOMCf 

ir i,r iNSK'MiiniBt =SB 



MISSION 4s TAN IliKRO K-iO IIY 

BRIEFING: Wf 3E!5 HIOENYIHETHE ttHS ARE 

s'GrtESSJliE. iITTHFYODN'f WIN ART. DlNTm WT 

O.IIGINliUTY. APTL> H 0*0 SOT W1K>0F THE gM 

UiEN «G* €K X H 'OIF SOB f ON.HF HA* J | 
IDrBTTOBim., HIS OWN FLYING Ffl.iCE. SCOUn 
THf COONTHYSIKFOK THE TAft-AIK . «SES THEN B * 

C NCfl 1MH EHYS FOR THE , »T TDR'iR. MAY " ^ 
Wf HDULO TEN ME WEN THE OMEr * YT-tYE \ H 



You wop t do much damage with your 
machine gun alone—you’ll need extra 
firepower Winch up the pile of power- 
ups at the start of the mission. 



The blue spy vehicles make particularly 
attractive targets, considering they 
leave a powei* up behind whenever you 
destroy them 


Show no mercy when you find the Tan 
bases on the map Use whatever heavy 
ordnance you have to! avel their rickety 
beige buildings 



As with most missions, a job well done 
is rewarded with ^ trip through the por 
tal You are then reworded with another 
dangerous mission. 
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1 £ 

■a 5 v' 


UlSSfO^i 5: Bill? HATH f 

THITARS IRECTHHUMHHHRfiCIHCTHE s^jp 
^REEH AltllY HAD THE IHAT, NO* THEY aE K1D- 
■ SAPPING }HNOCEHT«imiMlHSr‘lS,IHatt^ ;: 
aUERED BOW HA»EBEEN MUTATES IHTfrHORM- 
liE, rtA''TJC$l*JROTlMB MONSKRO REE THEM 

^mm> jg 

CRERTWHSUESTRQfIJHEIRCKEWORg 


The Tans havesquirrelf d away the»r 
mutated bugs in suitcases near their 
heavily defended bases A well-plticed 
shot will free the prisoners 


A narrow pass in the center of the map 
wilt allow you to reaGh more Tan bases 
Beware of the crayon cannon the Tans 
have placed there to stop you 


Don't bother yourself with the Tan 
bases once the bugs are free They'll 
make short work of their former cap- 
tors without your help 


If you don’t hove a lot of ammo handy, 
you can always pickup objects— like 
paper airplanes—then drop them on Tnn 
bas-is and personnel 




MISSION % IINININIIIKB * 

BRIEFlNGs *NTS;WlTUI£'J8FBflBlli ARMY, 
gm RBfrSiiHTED W JHE IfffilMtt «f SREEfefKgi 
l rt «^S,*tMEI HAM FRENZY «? SUJ^Jpt 
IIIBTREAIS, THE RUTS ARE A AlflHC THE TROOM W 
RUSTIC SHncDS.f. JtBBlftf AND f ITH-THE WNGH 
SHOULD AtLOW TDU TO MOKE THE FOOD AWAY hiO M 


ALSO HAVE ^EEKbPOTTSI Ilf THE AREA 


Take care of the Tans while you help 
your Green brothers You c a n drop the 
food on the Tans to divert the ants to 
the enemy bas-s 


The Green base on the picnic blanket is 
under siegui Get that food out of there 
ASAFJ especially the doughnut in thr- 
middle of the compound 


Saving your troops is important, but 
destroying Tin bases also is critical to 
the mission Pacify the area with a bar¬ 
rage of missiles 


Ham-Like must not be very tasty, 
because those bia tins of the meat 
product arc always sealed Drop them 
on the Tans to destroy a base 
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There are more than enough cherry 
bombs in the Green armory to handle 
the ants- Pick them up one at a time 
then carry them to your targets 


Release your red cargo when you find 
an active anthill Be sure to drop the 
bomb on the anthill itself It will 
explode a few seconds after it lands 


tour Chinook may not look powerful 
enough to cany the UFO to the portal, 
but the twin-rotored powerhouse was 
made for just this sort of duty 


Look for the unassuming Tan hangar 
near the center of the map If you blast 
it, you'll uncover the Tans' secret 
weapon the UFO 




Mssim temccEK attack 

Burn m 

THE WHS FEtt MET HAH NOTHING JOtOSm 
laUiflMWKWmrJUW OlfOMTHE GREEN 
mimSlS THEY IHEMTCOOlHHNtfEB 

YIHE01)DHTEItTIIETM 
IH l€Rt MEiCI! l*SE. YIJUR YfnRKTS DONE VHEH 
RttlfflHRHENEIilESHfittREEMUBWftm 


The battles in this mission arc fairly 
straightforward Use available 
weapons to pulven 2 e the Tan forces 
before they do the same to your bases 


In addition to the other ordnance you II 
find in this mission you can pick up 
paratroopers to drop on en-my forces. 
They li fight to the last man 


The risks you took m the previous mis¬ 
sion are starting to pay off The cap¬ 
tured UFO will help you out by zapping 
Tens in this mission 


Keep &n eye on your map to track Tan 
activity in the region The final assault 
is stronger and tests n little longer than 
th? previous attacks 
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MISSION 9r THE HEAT IS ON 
BRIEFING: wumm* coot "meh 

DOWN. SJtSH HA.iED A CONTINGENT 0FSCIEHT3STS 
IN \OAIUNCESCAPElrtOII AIAHIA"I. 
IMOElTUNATEtY THETOUGHQL&SG,.Ai'i'ERHAS 
Sianilffl WW*H5HT HtGAN'T WINi SUN VERSUS 
PLASTIC. A KAHTHlCNlfYlNC SlfiSSKStOWLY 
MElflNG.IHEf aflAPEES INTfl BREEN PUDDlfS. SESCUE 
THEM KE0,$ THEY SET THE UUIMAlESUNIUrtN. 


It npp-ars Tan troops have managed to 
recapture Sargt Blast their base to 
smithereens to release the grizzled 
veteran from their clutches 


The slowly melting scientists are the 
first priority Winch them up to the rel¬ 
ative shade of your helicopter before 
you go after Sarge 


Sargcisn't out of the woods yst 
Escaping from thu base hns only left 
him vulnerable to the solar beam 
Quickly hoist him out of danger 


ATdn warship is on patrol in the areas 
expansive network of puddles Head to 
The left Lhen follow the mop’s penme. 
ter to destroy the vessel 




MISSION 10! THE MELTING POT 

nmrnifn viimtuiiHTiirfs iu 


Barncades block the narrow canyon to 
the battlefield You won't be able to fly 
around thorn Just blast through them 
with mnkbts 


Aoreen crayon is your only hope for 
returning your fighting comrpdes back 
to normal You 11 find it on a beach blan 
ket, next too coloring book 


It's time for a little payback The Tans’ 
Super Battleship, docked near the 
mouth of trie inlet, is vulnerable to 
attack Take it out 


Carry the crayon up the inlet to wh^ re 
thn Tans' miud*controI device is locat¬ 
ed Orop the crayon into the machine s 
Tan pool to shut it down. 
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A Tin Chinook has its hooks :n the 
defenseless bear Blast the chopper 
before it reaches the portal to release 
the bear into the current 



There's no end to Tan treachery on the 
waterways Patrol boats wit! stop the 
Teddy s progress then destroy ;t if you 
don't pay attention 


Stay close to the floating bear Devious 
Tan ship commanders ire likely to 
attack the floating toy from all possi¬ 
ble directions 



It's just like the Tans to have in ambush 
planned at the end of your routa Use 
heavy ordnance against the battleship 
that appears from a pipe 



MISSION I& NIGHTTIME TOY 

A ~l — I— ^ _ _ _ m ■ - ■ — ■■ M - I - — 

•'.TH, J 8SSf«lE FOR TAIHIE11COF. MM 

EHE1 JlIEBilS HUirtfMCE UKHOTfGED 

system mmm ' m 

%‘miiiAiiiiEGr ? jurmraow« i 


^HrfflSKSmWHEH r ! ^EfiNJSHEDWIi™* 



Th^ battery pack generators aro 
heavy, but your Super Stallion chopper 
can handle them with its superior 
winching power 



The Tans aren't just going to sit there 
while you restore power to the radar 
system Try to eliminate them is you 
complete your mission 



Skilled Green engineers are waiting 
nervously inside the dish sites for 
emergency power Drop the battery 
packs to therm 


As always, there's a portal waiting for 
you at the end of your mission You 
need to take out the Tan base before it 
will appear 
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MISSION 13: IHiMOUTIOX TIME 


Take advantage of the temporary mvin 
ability from power ups, or if you con- 
tinue the game It's the best way to 
blast the remotes from c!ose rangu 


The deadly cars are controlled by black 
boxes rn ad e o f the finest avail abl e pi as 
tic You’ll need to pummel the remote 
controls with rockets 


The Tans have positioned a remote con¬ 
trol in a deep bunker near a drain pipe 
Drop paratroopers end guided missiles 
on the offending device. 


Pick up extra life wherever you find it It 
will be difficult to get through the mas- 
sive amount of ground fire without 
takings few bts 



mssimik ptcfi mmm wp m 

BRIEFING: gmm 

SOUEnED A HEW TCHSECHET WEWOH. THE uDCUtED L J^ 
3WtrHELtt *■ A.ilROJECtlShifcrtCBIitfLEI111WN | ^ 
m AMT iiC TOD HbwTHWT IHECDMS1 tUCT^OH ■’ 
flFWr MWrWNEW AWwAFTIFTHE WtfEH W*tf ■ 

OF LIFEISTB GORIINUE HGKUPTHE SKHEGfciflf ■ 
THESE ER HEiGOFTEK THEN TAKE THEM TO ' ■ 

SF1GU1 IiiEEN • JEEOn rtE»E«SEP.jlHEfWH?. |l| 




News of the helicopter project has 
reached you |ust in time The aircrafts 
components are ready to be snapped 
together 


Make a detour to the bdge of thr- map 
to pick up oxtr^ life thenheod back into 
the fray Otherwise, you may not com¬ 
plete the mission 


Gre-^n command has set up a special 
base to examine the Tan technology It's 
marked with a pink square m its central 
courtyard 



The Tans have cfevtjrly hidden one of 
the components in the terrain s natural 
flora Usd winch power to pull it from 
the. flower. 
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Each of the escaped Green soldiers is 
trapped Eliminate the immediate 
threats to get them moving to the ren 
dezvous point 



Because the Green soldiers take differ¬ 
ent routes to the rendezvous point, 
you'll need to scout out their paths to 
neutralize threats 


Sarge and his men were separated in 
the chaos after the escape Be sure to 
check the map to find their various 
starting locations 



Once the soldiers make it to the waiting 
jeep, they'll take a dangerous route to 
the portal Keep them alive until they 
got there 



8RIEFING: rHlSirEfjTHEHHAlMSFMHTI 

l|feiEHM*ttSlROHJlSDI«ECl£D AU |ggp 

atiempi in stop ynumifr 

^SifeiF ^SIflE NiMaiiOUBH, A ft BHlf YIHfi 

IHTHIS i*HL£ 

W9m> TttYflUR 



Cherry bombs will devastate Piastre's 
alkaline energy bases You II need to 
hijack explosives shipments to find 
the bombs 


The. robot seems to take ns much pun¬ 
ishment as you can dish out If you want 
to finish the mission, it might be wise 
to recruit another pilot 



COLOR CLASH 

You may be in lin*- for promotion 
if rou manage to eurviv«s PI \Stros 
final onslaught. Hmco.-.M^Jor 
Blade Do ou like The sound of 
that? Ok if, quit daydreaming* 
There's a guided missile t she 
oiplock, ittod it's dosing fiis* x>n 
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KONAMI 




EVEAYONE 





































00 Accla'io Entertairanent, ,nc. 


FACES AHO A 
ITTHE THRILLS. 


DARKER LOOK 


pass tie 

about to walk in theStented world of Oblivion. 


ir cries of Turok arc echoing in the distan^p 
i Austin (ASA) is sharpemiig its anowfaends <Hf 
of the newest instgSment in Ac aerion-pa^s 

1^ • '*•» J yir 

Kueborn arc back, l»tt a more 


CATbfc 
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It is 4 noble bloodline. Turok; Dinosaur Hunter was the 
original first person shooter for the N64. Throk 2; Seeds of 
Evilwas among the first Game Faks to take advantage of the 
Expansion Pak. Turok: Rage Wars brought an unprecedented 
range of multiplayer options to the series. With Turok 3, the 
warriors of the Lost Land are set to go in a new, more 
frightening direction. “It's a darker game/' said David 
Dienstbier, Creative Director for the Turok games at Acclaim 
Studios Austin. “Wc wanted the Oblivion creature to be very 


ominous, tne Kina or nornne stun mac oa a orrams suv 
o£ The game actually starts out with a nightmare sequence”. 
Nintendo Power sat down to talk with Dienstbier in the 
offices of ASA, formerly known as Iguana Entertainment, to 
take a first look at this spooky new chapter in the Turok 
saga. The 21-person team -was 
working like Oblivion-possessed ~ 
zombies to put the finishing . j* 

touches on die game. f s 


Soma familiar‘-but nut Otways 
fnandly—faces will make 
return appearances m Turole 3, 
like a wide variety of dinosaurs 
and the always helpful Adnn, 
shown at right 


This might have been a man before 
Oblivion turned it into a two-headed, 
deformed freak. The evil entity 
reanimates daad and dying crea 
hires then turns them against you 


Turok 3 will take you to some dark 
and craepy places that you may 
recognize from your nightmares—not 
that previous Turoks were peaceful" 
walks on the beach 


Gamers familiar with TUrok 2 have already had an 
introduction to T3, though dun- may not realize it. In the 
earlier game, players might have found themselves briefly 
under attack from armored Cyclops creatures after 
entering dead- end portals. An eerie, disembodied voice 
barked threats in these areas. That voice was Oblivion's 
and it will make good on die threats in die new game. 
'Oblivion is a kind of manifestation. It isn't a single crea¬ 
ture. It's kind of an entity” Dienstbier said. “It manifests 
itself by infecting the bodies of the dead and dying, so 
you see a lot of mutated zombielike creatures.-and it 
even can, in certain cases, affect machinery." 

M WE WANTED THE OBLIVION CREATURE TO BE 
VERY OMINOUS, THE KINO OF HORRIFIC STUFF 
BAD DREAMS ARE MADE DF-” 


These a syet-unnamed enemies won t fire 
yims at you, hut they won't need to The 
ninjalike assailants have more acrobatic 
moves than Jat Li 


When the Frimogcn’s Light Ship exploded eons ago, the 
blast damaged Oblivion and jolted the entity out of its 
formerly peaceful existence. Tom to pieces in the 
blast. Oblivion slowly regained its strength in the 
Netherscape. Its consciousness was corrupted by blind 
hatred for the energy that nearly destroyed it. Now, it's 
on the warpath, keying on the light Burden that each 
Fireseed keeps in his or her satcheL 


You'll have tond memories af the scaly 
beasts from previous Turoks whan 
you see the rogues* gallery of 
monsters in Oblivion's domain. 
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He may be the youngest Pirated, 
but don't underestimate him 
Joseph has as much fight m him as 
any Turok—he just got short* 
changed in the height department 
'So he can crouch under doorways 
and into little air vents into 
parts of the map that Danielle 
can't access,*' according » 
Dicnstbier. Joseph also has 
cool infrared goggles that allow 
him to spot the things that go 
bump m the night 


i wft&a trag^dyfor the Fireseed dan. Joshua, Oblivion to the ends oi the universe. Players 

adventures, is murdered—leaving adventure as either character, but they must ppiy a! 

acaocyand twoVctlguful relatives looking to characters to see everything the game has to 
,D;uiicllc, his elder sister,and Joseph, his game does not lean in favor ofyour character one way 

«£ separately take qp the cauSpof the lurok,. othfcr. It's pretty well balanced "said Dienstbieri^J^ 
this gam c, that means they must chase f, *. {¥ 


CROSSING 


Elanklle and Josepb may start at the same place on a 
. particular level, but the y$ay out erf die area can change 

drastically. Danube's wrist-mounted grappling 
device allows her to swing out of trouble whifc 
***' Joseph can squeeze through narrow openings 
% because of his small size. "Also, depending on which 

tjyycharac®^W^K¥' % weapons will upgrade 
dilfeient 3 y» siftl^ienstbier. "So each weapon has normal 
and upgraded states that will change its base function.'* 




Eight basic weapons arc available, but 
because of the different upgrades, you can 
have a total of 24 different weapons. For 
example, the Cerebral Bore makes a return 
appearance in this game, but now it can 
upgrade into either the Cerebral Burst or the 
Cerebral Possessor—the latter lets yon 
create a walking explosive, of sorts. Another 
new weapon is the Fireswatm Cannon, an 
incendiary shotgun that unleashes a ring of 
fire at targets. Dienstbier was tight-lipped 
about the rest of the arsenal but said gamers 
will have a wide variety of brand new 
weapons to choose from. 


The new Fireswarm Cannon lives up to its name by 
releasing n destructive wave of fire. ASA is keep¬ 
ing other new weapons under wrnps, 













‘Danielle, wc dtcidcd, should 
be the frontal assault girl/' 
Said Dxcnstbter. '‘She’s not 
huge. She's not manlike, h\lt 
she's got some muscle on- 
. er —and sh<_ looks like 
she can cake care of M 
herself" Big sister is 
4 so no slouch with a 
omahnwk—her * ,« 
standard melee 1 /,/j 

weapon. 


Where Joseph might squeeze through i 
passageway, Dan;e!le takes the high road 
Her grappling device lets her access 
otherwise unreachable areas 


£fce previous games in the senes, 1 urok 3 starts out 
J r ■* city that Oblivions grotesque creations 
- i into chaos. "In die future, if youre in a 

that’s under siege by nasty monsters that can raise 

\ . I and mutate them into disgusting things, the 

.w* cii; be on alert,” Dienstbicr said/Tn the first 


Mo, Tag 

X--It Me 

■it 4 r V. 4.1 


New enemies like the Mumtmtes. 
shown here, will hove a slew of new 
atteeks-like a shock wave etteck 
that sends a real-time ripple through 
the environment 


f ’* • 9 S '~ x tA a ’ * *-variety zombies to 
tadn^rousliuir n-insect'Jtybrids, As ytmmovt beck 
jurto mow It ditional lUrok urrain in later kveU, 
scc more familiar b-if no l*?ss dangerous- 
». if like dinosaurs. And then there are some of 
1 Dinosoid characters like the Firebom. You get 
i troduced to an entire new set of Firebora 
n soyouget tosec a three-stage evolution in 
•h j family group, 1 ' said Dienstbier. "So it's a good 

• mn of familiar, brand new and stuff that people 

• it ' aKir-'i J &om past games-" With five worlds, 

- ' several levels per worid, you're bound to run 

- * some interesting monsters, like a police 


You'll leant more about the Rreborn family 
tree in this game than you may want to know. 
Bring some marshmellows for roasting. 
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One of the many challenges the ASA team set tor themsclve 
in T3 was to create more realistic worlds. In past games, 
utists were limited to space lestrictions of pre-dcsigned 


world models based on die requirements of designers. 

“And. what you get is a map that is mote organic and very visual 
compared to all of our past maps," Dienstbier said. Another improvement is die 
introduction of "living environments" where events unfold in levds indepa 
player's location. "Youll see police choppers swooping throughout die world.- 
buddings and charge into the building to go fight. Some'of th^s stuff is scripted s] 

actions and movements, and some of it takes place 4 amplet^ indcpep<ient of w 


drive up to 


T3 boasts tiie most impressive 
ics to dote and e speedy (30 fp: 
frame-rate that wbht sld^wlov 
when the action heats up. 


A Police Walker from e futuristic city 
is among the "newiireations in the, 
geme Youllfte able to ploy es the 
fi&lker irithfi f mal^ame. 


>ien,stbrer j^aid you could look forward to unprecedented 
demil in T>'s cinema scenes. “Ihe expressions on characters' 
faces in dpse^up have nevpr been dpne > befor^” Menstbfor 
said. r “Th<i ey^s animate, brows wise, mouth changes 
1 expression. £v^xything. M is lip-synchcd. So it's very, very 
I convincing. Its prettrgroundbreakmg for real-time stufE” 


“You always get the impression Jhet 
the enemies youieso ng i thugeme 
ere part of Oblivion^ * Di^r tbier. 
“They're in stedby rt£, ’ 


The Turofe\3 team will go on 24-honr shifts in the weehs leading up to the gamc^ 
release, “there ere 21 guys worhmg on the game right oow,“ said Diensthier 
^Actually more then thet if you include cinematics people end some of the extr* 
atiilio hidpjThe whole team is carrying their weight maryelenely - 


a shaking the earth, or are your knees 
d this, the grisly pieces of Turok 3 have 
hushing touches arc being added to the 
^ffcven in its early form, though, it's a 
vj*the end of the day," said Dienstbier, 
ctbk we've ever done.” 


it me power: prudu 
lyXvith fear? 


From the sketch board 
to the screen. T3's 
parade of distertnng 
monsters will make you 
glad yoe have 24 differ¬ 
ent weapons et your dis 
poeel in the game 
They'll show their ugly 
faces in September. 


or a ScrMcmbe 


. 











































e?Dlsr=y <j>2QG0UbIS';f1 En-rt^iwr-n' Urorv^byNViltotf-'.KWiif* ■ G«ma :y£t->«^.y C«or «ntf ift- . mc^isc* as- ‘cJc-m^Ks ‘Nlfltar* .{Am*pc*lnc 




suPvivt IT 

oN 

GAME BOY Co iok 


5lX PLByBflLE CHRRRCTER5 

play rs niRpflR, zm, pun, 

sum EEMfl TIE 5TYRHEHSftlUl 
HR URL THE flNKYLQSaUU 


27 UNTPMtff LEVEL5 


SURVJVE RtiElNC LOVE FlUK 
fllVEHS PERILOUS MllUNTRfN 
CURTS, RBRREN 3E5ERTS, RNP 

jntekse wth.es against 
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THRlLUNC ACTION 


JUMP 5WNG, RUN ELlMR, 

5 PULVERIZE RDEJC5 - USE URL5 
* 5PJNNING BTTRCK TC VlPE HUT 
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T COOES ON THE PLANET 


GOLDEN CODES FOR 
YOUR EYES ONLY 


Finally, button codes for GoldenEyel 
This information was dropped at 
our doorstep wrapped in plain brown ' 

t \pc" with a j!ean? : ng ?,< >tav;- oea A fc —f*';, 

ing "M’6” -tod a n<xe t r\t i*.ad ^ 

"From Russia wiri' Love ” Ilium Who 
knew there were Russians on Her 
Majesty's Secret Service? The cold war really 

is over There are three mam types of button codes codes 
that you use during game play, codes that open cheats 
in the Cheat Menu, and codes that open levels. They 
are all very long,?* ith ten mult ibut*»n sups eac \ but 
you don't need a golc finger to enter tlu m correctly. 
Your ow n £nge rs and a httie pore ncc will do We have 
' r 5 codes to make your secret agent dreams come 
true —now you're the man with the Golden Gun, and 
that's sure to scare the living daylights out of your enemies 1 


CHEAT MENU 
CODES 

Once you've enterpd these cheats 
Into the Cheat Menu, they’ll be 
opened forever Finally, the rest of 
us can have the power of invincibil¬ 
ity without the pain of earning the 
cheat the hard way in the Facility 


hm 4 lUW 


IN-GAME CODES 

Some codes can be entered as 
you're playing the game itseff 
You can start out a level with the 
best intentions of not cheating, 
but if the going ggts tough, you 
con get invisibility or invincibility 
on your side 


007 -license 

TO CHEAT 


LEVEL CODES 

You say you're stuck on 0 
level and you'd like to see 
what the rest of tfi« game 
has in store for you? Wall, 
than, just usa the level 
codes to open tha levels uj 
and take a gander at what 
to come Does that make 
you feel hatter, or worse? 


Khsvm Mr. iorti. 
GwnlOn> -hi 
“W 'mT wifi IW« u 


1237tfn t 3Td , y.S3re. Ban* by nprt, 1362,1335 u3i;*l 
Ina&IJAIX AH FfghtsflBSBrv^iC *397EonPro.te»ns 

Logaia a tttttemvk of Rartf. 




















ICON KEY: c buttons A ▼ 4 ► 

CONTROL PAD 4 f * t 
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BIG CHEAT WACKY HOT JUST FOR FUN SENT BY READER 


CHEAT MENU CODES 


You’ll need to have the Cheat Menu optn to use these codes, 
which shouldn't be a problem if you've finished at least the 
first level. When you enter a code correctly, you will hear a 
beep but you won’t see the cheat appear on the menu right 


away. Exit the Cheat Menu—-when you reenter, the cheat will 
be opened and ready for use. We’ve abbreviated the L Button 
and the R Button to L and R. Read these codes carefully— 
they're long, but they're' worth it’ 


1.PAINTBALL MODE 

L + + , A 1 R + ->,L + R + ^,L+*.R+r,L+T 1 L + R4 ▼,L + R+ *.L+V 

2.INVINCIBILITY 

R + * ,L+ ♦ , «‘,R+-*,L4'«,L + R + * , ,L + R+*,L+^ 

3.DX MODE 

L + R+ ♦, ► , R+ «* , R + ♦ , ♦ , R + ■*, ♦ , L + R + ▼ , L + R + ♦ , L + R+ 

If. 2X GRENADE LAUNCHER 

R+*,R+'* , , , *M- + R+V,L + *,R+«\+,*,*\R + V 

5-2X ROCKET LAUNCHER 

r+-»,l+*,«\*,r + v,l+ 4 *m.+ 'Vr+*,r+ 4 , '.r+ < < 

6. TURBO MODE 

L+*,L+V,l + R+*,R + r, ♦,R+ ♦.L+V, ♦, R+♦,!-+ ♦ 

7. NO RADAR (MULTIPLAYER) 

**, A ,L+’»\R+ , * <*,*,R+*\R+* 

8. TINY BOND 

L+R+ * , R + ♦ ,L + ▼, ♦‘.R+'^.L + R+ V, 'T, 4 , R + V , R + ♦ 

9.2X THROWING KNIVES 

R + -« , L + ♦ + ,L + R+ ♦, ♦,L + R+*«,l. + R + , «,R+<\R+*\R+ , « 

10. PAST ANIMATION 

L + ▼,!_ + L + R + ♦,►, L + R + ^.R+^.L-f* 

11. BOND INVISIBLE 

l + r + 'Vl + r+V»- + •«,r+-«,r++,l + r+'*\l+*, , *M + r+-« 1 l+*' 

12. ENEMY ROCKETS 

L + R+ V, ^ , R + ▼ , V, V.L + R+ ▼ , L + R + * , V , R + ♦ , L + 4 

13.SLOW ANIMATION 

L + R + ♦ , L + R + ♦*, L + R + + .L+R + ♦ . ►,L + R+ *,L + R+*',L + ♦ , 4 . * 




- Jarw <U y #v thrt y *a c* 
X/ ,J§» vt JI C*ft hwr 
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14.SILVER PP? 

L + * , L + R + ♦ , L+ , L + R + ^,L + R+ '^,L + R+ *',L + R+ A, ▼,L + R+ 4 , 

15.21 HUNTING KNIVES 

R + T,L + 4 , R + 4 R+ 4 ,L-fR+ 4 ,L + R + 4 , L + 4 , R + 4 , L + 4 , L + 4 

l6.INFINITE AMMO 

L + 4 ,L + R + 4 , 4 , 4 ,R+ 4 ,L + ▼ ,L+R + 4 ,L + R+ 4 ,l. + 4 , ► 

17 M2X RCP-90S 

♦ , 4 ,l. + « , ,R + 4 ,L+ 4 ,L + 4 ,L+«\ , 4 , 4 ,l. + H + 4 

18.GOLD PP7 

L<R + 4 ,L + R + 4 ,L+ 4 ,L + R + 4 , A ,R+ 4 .L + R+ 4 .l- + 4 , 4 ,!-+▼ 

19 . 2 X LASERS 

L + -»,l + R+ 4 ,L+ 4 ,R + 4 ,R+ 4 ,L+ 4 , A , 4 ,R+ 4 ,L + R + 4 

20.ALL GUNS 

4 , A, ->, L + 4 ,L + 4 ,L + 4 , 4 , 4 , ▼ 



Bank at Nintendo*■ official webfite, 


nintsndo.com 


VOW 




















LEVEL CODES 


Thtsc codes are entered on the Select Mission screen—if 
you do it correctly, the mission will pop on the screen and 
you will hear a beep. You have to open the levels m order, or 

I FACIT ITT 


they won’t open at ail. We’ve listed the level Select codes m 
order to make things easier Obviously, if a level is already 
open on your game, open the next level listed, and so on. 


FACIJITT 

L + R+ a ,R+'*,L + +,R+ A ,L++,R + ’V,L+KR+ 4, ,L + R+ A ,L+ + 




j * J * * w * T * ■ “ " * * ~ r 

iTTRFACS 1 

+ ^,L + R+ A ,L + ^ , R + * , R + *,L + ♦, R+ ▼ ,L+ ♦ ,L + ► , L + R + * 


'5k 


T - ,»*T ' , LT i " T J L » ' 

'RIG ATE 

+ a ,L + + ,R+ ►, L+ *,L + R+ * , L + R + ▼,R + ►,R + *,L + R+ ▼, R + ♦ 


2 RUNWAY 

i + R+ «•, r+ ♦ ,l+ a ,l + r,R + A iR+ y,r + ^,r + 4,l + *,r + ^ 

3 SURFACE 1. 

k . BTF'XER 1 

L+ ▼ , R + ►,R + ^ , L + Y,L + R + , L + ►,L + R+ * , R + ^,L + ^ 

5 . si r i 

L + ♦,R + ▼ ,L+♦ , R + *,L+'^,L + R+ ►,L+ A ,R+A,R+ , *,R+^ 

6. FR LG ATE 

R 

7. SURFACE £ 

L + Y.L + R+ ►,R+ ►, R+ A ,R+^,L+A i L+R+ A ,L+ A ,L + R+*,L + ► 

8. BUNKER 2 m 

L + + R+* i L + R+ A ,L+«M+R+ , *,L+^,R+' , \L+ A ,L+♦,!.+ ▼ 

9.STATUS ^ A 

L + R+ ▼,L + R+ ▼ , L + A.L + R+ ♦, R + ♦ , R + L + R + ♦ ,R + a ,R+▼,R+ ** 

10.ARCHIVES _ - , 

R + «VL + R+ + , L + R + ▼.R + ♦,L + R+^,l + *. L + R + * . L+R + L + ♦ , R + ▼ 

11.STREETS _ « 

L+R+^,L + ► ,!.+ ♦,L + R+ T ,R + ►,R+ T ,fl+ < ’,H+V.R+ A ,L+* 

IT. DEPOT _ ^ ® «s ® 

L+A i l + A i r+Y,l+ ^,L+R+A i r+^ i J-+A,L+'^,L+ A, L+t 1 

1• • TRY IN ^ . » 

R + R+ V, Rt ►,L + R+ *,L + A > R + ^ . L + ^.LtRt^.lt ’ *• + * 

1J-. JUNGLE ^ 

R t T,R + eUR + +,R4 , ».R t +,R t +,R t t ,R^.^*. L ^* t 

ljkCOlgROL a a dm ® m * * 

L+ Y R+*,L+'*,R+>\R+ T .R+ A .R+'' ,, . R+A - R+ - L + R+A 

16. CAVERNS A a ^ 

L + + R + Y.L + R+ ^ , L + A >R+ A >R+> R+ >L + ^'l- + Y.R+Y 

17 CRADLE t . 

l + R+ A ,L+’*’,R+' # M-+ A ,L+ A ,L+*. R +‘*. R + A .l-+'*. R+ * 

18.FIKJSH CRADLE ON 1GENT AND OPEN MAGNUM CHEAT ^ 

R + V,R+*,t+*,l+R**L+ , *M. + R+ A ,L+«M. + R+ A ,L + R+ A ,L+'« 

19 FINISH UP TO CAVERNS ON ARENT, OPEN AZTEC 

L + R + ‘»,L + R+A.L + A.R + -*.R+*.L+’ ,, ,L+ + .L t ^L + R + P‘.L + A 


W* * 







h* ■ 


V 'i. 

^ w * 1 * 



FINISH CRADLE 

Th*- last two codes are a little odd. 
Thn Finish Cradle Code completes 
the level on Agent, which opens up 
the Magnum Chat It will also open 
up the Cheat Menu if you haven't 
opened it already Vbu have to enter 
the Finish Cradle Code before the 
last code, the Aztec Code 


SUBS 








AZTEC CODE 

Another unusual coda, the Aztec 
Code completes all of the levels up 
to the Caverns on Agent and also 
opens up the Aztec Level The 
Aztec Code works only if the 
Finish Cradle Code has been 
entered, onf you finish Cradle on 
Agent yourself 
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ICON KEY: c buttons ▲ ▼ -« ► 
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BIG CHEAT WACKY HOT JUST FOR FUN SENT BY REAOER 



IN-GAME CODES 


These codes will have to be reentered every rime you play 
GoIdenByc. While playing, pause the game or find a safe 
place to stand while you enter the codes If you did 1C right, 
a message will appear at the bottom left of the screen say¬ 



ing, for example, "Invincibility On.’' These codes are help¬ 
ful when things start to go badly—turning on invincibility 
in the middle of a mission is almost like starting over from 
scratch. You know what they say-—you only hve twice 


yoiliiuap 


l.INVTlSTC -1 ^rsi 

L + *,R+ ► .fu a,l + .1£,l+v.r* a ,l+ *,r+ l + ♦.,l + b+ ► 

' AIrt. TINS 

L+R+ffi,L+^ > L+KL + R+^,L + .#,L+V,R+^,L + R+^\R+* > L+^ 

j MAX AMMO 

L+K + ► r+*,r++,r + - < *M+R+I*\L + R+ « , ’ > R + *,r + * > l + R+^, R + ♦ 

4.LINE MODE 

R + ▼ , L + R + *,L+^,R+ A ,L + R+ ►, R + ♦ , L+ * , L + * , R+ ^ , R + A 

•> INVTSIB^J. T TY 

R + < , L + R+ A ,L + R+^,L + R+t,R+^,L+^,R+ A ,L+^,L+R + 

INVI3IE1L T N MTJ. TIPLAYER 

L+ A ]L + r + "A,R + r,L+ ^ , R + A l L+^,L + R+ Al ,L+ L + R + ▼ 


NOW TOU SEE IT _ 

If you’re in a safe place, and the 
beginning of most levels is n pret¬ 
ty safe spot, you can easily enter 
tha codes You will move around a 
bit, but don't worry, you won't 
wander into hanrft way The mes¬ 
sage on the lower left of the 
screen will let you know you 
entered it right 

PAUSE AND ENTER 

\bu can enter the In-Game codes 
from the pause screen The but¬ 
tons will cycle through the 
menu s screens, but the code will 
still work When you exit the 
pause menu, the “Code On" mes¬ 
sage will flash on the lower-left 
part of the screen 



> 

i 



LIVE AND 

LET DIET 

\bu can use the Invisibility in 
Multiplayer Code as you’re 
If you can memorize the code and 
learn how to enter it quickly, you 
will have a great advantage m 
matches with people who don't 
know the code 





S£N0 CODES TO' 

-jS-S^SSSUn* 

PO BOX 97033 
reoniono.'WA 
98073-97 33 __ — 


olaeeifiedfciinteado.eom or to the «nail mail addreee above, volume in (1 
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©2000 Inibgrames 
LOONEY TUNES, cfnrac 
tcrs rv^mes and all related 
indicia are trademarks of 
Warner Bros ©2000 


Three-and-a-half centuries into the future and 
light years from home, Daffy Duck gets in a space 
jam. Marvin the Martian is out to destroy the earth, and 
only the wisequacker can fowl up the plot. With this months’ 
complete waddle-through, things will be just ducky. 




role from the classic 1953 Looney Tunes cartoon, Duck 
the u£kt\t Century, Daffy Duck runs amuck in Infbgrames' 
five-planet action-adventure. Chock full of gags, cameos, and shoots 
"un-up and jump-on-'em action, Looney Tunes. Duck Dodgers Star¬ 
ring Daffy Duck delivers more explosive fun than ACME 


have to create more 
Martians... 


Eg NINTENOO POWER 




























Sent farther off course than a wrong turn at Albuquerque, Dodgers crash-lands on Planet fc 
(where are those airbrakes when you need 'em?). The 20 local atoms you must locate aren t tough 
to find, so refer to Planet E's overview for basic strategics that'll help you throughout the game. 



A ORAKE ON THE TAKE 


Marvin the Martian needs atoms to fuel the cannon he s aimed at ea^h.soDuckmust 
swipe the 20 atoms that are hidden on eachol the five pianetsheMl 
atoms are tucked away in out of-the-way places, so swim, push ob]ects and smash 
boxes to uncover them. 


UP AND ATOM 



To reach other atoms, you II have to complete a 
mimgama or task On Planet E, your jobs include chasing 
miners into an unstable pillar And stomping a button to 
raise the water level in Hassen's palaca moat 










1 arsen?J 
. on a tew 

>|?nets, like Planet E's racket strap it on, then prass 
md hold Z to fly Release Z to cool your jets 


The last stop on every planet is where you'll battle against the local boss who holds 
the planet's 20th atom Reach Planet E's resident villain, Hassan, by jumping across 
magic carpets and stomping a target When you meet him, give him a swift, web-footed 
tack wheneverhes dizzy or bouncing onhis saber 


As Duck's luck would have it, Martin manages to escape from Planet E and the dodgers rocket 
doesn’t have enough fuel. Stalled on the gangster world, Planet J, Duck at least has a chance 
scoop up 20 more atoms that otherwise would power Marvm's cannon. 


DOWNTOWN LANDING: 2 atoms VIDEO GAME ARCADE: 1 atom 


There are no duck crossing zones in this city, so stroll 
around the block on the sidewalk to avoid speeding cars 
When you reach die arc ade and the boxing nrern, hop 
onto their awnings to find the atoms 

EXTRA LIFE GAMES 


Lob five shots past your opponent in the r enms Anyone? 
vide 0 game to score an atom Better yut, the next time 
you turn on your game, you'll be able to return to the 
arcade to play the Ponghke game with a second player 


BOXING CHAMPION: 1 atom 


By winning the othe r games 
in the arcade, you can win an 
Extra We Preserver Zap all 
the targets in the shooting 
gallery to win one 1 up, and 
double jump and slam the 
Fefct of Strength footprints 
to win another 


Land six hits on the champ s 
chimy-chm-chin to earn the 
atop in the boxing arena The 
big galoot lets his guard down 
whenever he charges, so 
j ump up and swing to deliver 
your knuckle sandwich. 


FLIGHT AN0 FIGHT 


GYMNASIUM: -t« 



Score TO baskets to win an 
atom Hit Z to toss the ball or 
t?p Z and B to throw 0 granny 
shot The easiest way to 
score is by nudging the 
Control Stick forward while 
you jump at the fret throw 
line end shoot in midair 



HISTORY MUSEUM: 1 atom 


Go through the blue door 
across from the boxing arena 
to ente r the museum. Insido, 
hang a left to take a gandar 
at the atom on display Jump 
over the laser barriers, then 
Jump Slam the glass csss to 
swipe the exhibit. 
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LOONEY TOONS: star ing d ffyouck 

















INSIDE THE MUSEUM: i atom 




Run up the stairs to snag the 
Raygun Once you're packing 
it, return downstairs to blast 
the guarded door to 
smithereens Read for the 
carrot sculpture on the nght 
sida, then zap the nearby 
vase to uncover an atom 



To venture deeper into the 
museum, you must unlock 
the door at the end of the 
hall Immediately beyond the 
door you zapped to bits is a 
painting of a dollar bill The 
vase next to it holds your 
key to getting in 


RESEARCH LIBRARY: i atom 



After grabbing the atom in the 
vase atop the bookcasa, slide 
the shelf to the blue, padlocked 
ledge Go to the backroom, push 
the book stacks over the edge, 
nab the key, thun hop up the 
stacks and cross the shelves to 
open the padlock- 


LOST GARDEN: 2 atoms 



The two atoms in the hedge maze are down dead °nds, 
so go af tar th^m only if a guard isn't tailing you Wait for 
patrolling thugs to pass by if they haven t detected you. 
Otherwise, they'll punt you bnck to the start 


ART GALLERY: i atom 



Press and hold R while walking to sneak past the snoozing musFun\quards, and stomp 
the two floor switches to open the door leading to the next area when you enter the 
high-sccunty area, sections of the floor will foil away Double-jutr j to cieer the wide 
gaps as you hop your way to the exit Next to rt is the atom 


P.U. DROP: 1 atom 



When you exit the Art Ga lery, the building across from 
the History Museum entrance will open Plug your beak 
when you enter, because the newly unlocked area is the 
sewer Ride the lift inside to reach the atom 



SEWER CONTROL ROOM: 1 atom 


Push th h but ton in the PU Drop's npht-hand chamber (desp 5 what the signs warn), 
then enter the valve it opens Stomp the floodgate switch above and to the 

right of the exit, then swim out the exit pipe In the next c' mber, stomp the switch to 
drain the water so the eel guarding the atom in the exit ce j t attack you 


WINDY TUNNEL: i atom 


SEWER RAT RACE: i atom 



Ihe atom is in front of the 
second fan When it stops 
spinning, you'll be safe to 
jump for the ntom You II a Iso 
be safe to slip between the 
blades Approach from the 
right to avoid the toxic slime 



As soon as you drop into the 
area, make a mad dash to the 
right to stay ahead of the rat 
that'll chase you At the 
third drop-off, take a dive, 
st;lying close to the pipe's 
left side so you'll free-fall 
into the atom 


GARBAGE CHUTE: 1 atom 



Tha rushing water will be 
carrying an atom in its 
stream Get into the flow of 
things end surf the sewer 
water to snatch up your 
prize To avoid wiping out, 
steer clear of the barrels and 
wooden barricades 


SEWER EXIT: 1 atom 




Waddle up the ramp and 
quickly jump across the float¬ 
ing metal platforms before 
your weight sends them p!um- 
meting At the top, make a 
flying leap to the central plat¬ 
form where you'll find the 
room's one and only atom 


3 
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ROCKY’S WAREHOUSE: 2 atoms 




Separated by a bottomless pit, 
you and Rocky will play an 
explosive game of not potato 
wtth a lit bomb If you toss it to 
Rocky when no more than three 
seconds remain on the c lock, ho 
won't have time to lob it back to 
you before it goes off 


Once you have 12 atoms 
under your wing, the gong- 
ster guarding the door near 
the arcade will let you /a 
Wfdkto the beck of the 
room, hang a right, then ; ump 
over the oil slick to reach the 
warehouse’s first atom. 


Climb the ramp aid trudge 
across the convtyor belts 
Hop onto one of the boxes 
being transported by the sec¬ 
ond conveyor belt, ji imp up to 
reach the atom overhead, 
then hop off before tho box is 
swallowed in the hatch 



Faster than Duck can say “You're despicable," a space pirate ship intercepts his rocket. Thrown 
in the brig, Duck finds himself imprisoned by the bloodthirstiest, shoot- cm-firsticst, doggone 
worstiest buccaneer ever to sail the cos mos-Yos enure Sam. 


SAM’S JAIL * 



Smash the barrels by the right 
side of your cell to escape 
through the tunnel Push the 
crate at the other end to get 
out, then follow the hall to trip 
the switch and unlock all of the 
cells At the end of thb corridor, 
drop into thahola 


4 


FINAL ESCAPE 

Slam the switch to open the 
exit door for a few seconds On 
the other side, take the lift to 
the conveyor belts, then slam 
whichever button on the floor 
panel is currently blue After 
crossing the final bndqe, enter 
on l y the door on the left 



SHIP HANGAR BAY: 4 atoms 





When you first ^nter the area, stomp the switch to 
lower the pedestal beside your rocket Quickly board 
the elevator platform in thft comer of the room to enter 
the hangar, then jump to the pedestal to claim its atom 


Docked in the neighboring hangar is Elmer Fudd’s space 
ship. If you ride the lift to the overlooking room, you'll 
find two more switches that both lower a pedestal 
Bong both of them down so you cen nab ♦heir atoms 


Enter the roomriLXtto 
Elmer's hangar and follow 
the arrow to the Launch 
Bay Behind the tangle of 
pipes is an etom 


ELMER’S SPACESHIP: 3 atoms 



Eimer Fudd has three atoms 
aboard his spaceship, so 
enter the flying saucer 
docked in the Ship Hanger 
Bay Ybu'll find the first atom 
by pushing the middle crate 
that’s against the first 
rooms right hand wall 



Be vewy, vewy quiet to 
pocket Elmer's second atom 
If you tiptoe, the ntom won't 
teleport away from you 
Fudds final atom by the holo¬ 
graphic map is equally eva¬ 
sive, but if you jump and 
double-back, you can nab it 
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MAIN CARGO HOLD: 2 atoms 





The little robots won't harm 
you If you talk to them, they'll 
give you dues, including hinting 
that the boardtd-up doorway 
must be blasted open Use the 
bomb on top of the ramp to get 
in, then smash the crate inside 
to unload an atom 



Near the robot who whispers of a secret area is a silver 
door When you walk up to it, the door will open auto¬ 
matically Behind it is e mnzb, find down one of its twist¬ 
ing dead end corridors is an atom. 


SECRET AREA 





To find tile secret area the robot 
speaks of, drop a bomb by the 
light gray panel that's on the 
same wall where the boarded* 
up doorway was Inside you II 
fmd three health replenishing 
quarks as wel I a s an ACM E 
Extra Life Preserver 



SECONDARY STORAGE: 2 atoms 


Stomp the red button To cause the whole room to drop 
down one story With the room lowered and redecorated, 
seek out the next red button to lower the floor again By 
lowering it 2 second time, you II expose an atom 


FLIGHT TEST RANGE: 2 atoms 


Find the next red button and stomp it to lower the floor 
a third and final time After bringing the house down for 
the last tune, you'll be able to access Secondary 
Storage's second and final atom 


If you kick a II the tiny, scurrying robots out of commis¬ 
sion and then talk to the hint-giving robot, rt will reward 

S our extermination efforts by unlocking the Helipack 
ace, where in atom is up for grabs 


GOSSAMER’S CELL: 2 atoms 


By finishing the race in under a minute, you'll win on 
atom and unlock the other door by the hint-giving robot 
If you can cross that room's spinning wheels, you'll be 
able to snag the atom waiting at the exit 


Enter the Engine Room to find Gossamer's Ml Whan you 
spot the oringa hair ball, hang a left and slide the computer 
termine! to roach the switch that opens his cell After he 
charges you when you enter, sagrch his ce'l for tho Atom 


Leave Gossamer’s celt and enter the room across the 
way Slide the computer to reveal a switch, then hit it to 
open tho room’s other door In the new area, jump over 
some bottomless pits to make your way to an atom. 
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ROBOT GUARD ROOM: 2 atoms 


When you grab the R.iyqun, the game will switch to 3 
first person view Blast through the wall panel to enter 
the trails At the fork, enter the left door then nd6 the 
lift to find an atom beyond the fan rooms 

POWER GENERATORS: 2 atoms 


If you enter the right-hand door at the main floor's fork, 
you'll be able to take another elevator that leads to a 
toxic pool Dodge the sliding walls to reach the bridge 
that leads to the atom floating above the pool 


Stomp the colored buttons in the 
order in which they light up to 
lowerthe glass wall that sepa¬ 
rates you from the nearby 
atom, To reach the second 
atom use carefully timed 
leaps to hop across the swing¬ 
ing and spinning platforms 


Pound cither switch to smash 
open the crate in the ne ighbur- 
mq alcove Grab the smashed 
box's explosive contents and 
toss the bomb in Sam's direc¬ 
tion. If you can blast the rootin'- 
tootin varmint six times, you II 
win the showdown 






Enter the cave near Lola Bunny's 
lake to take a swim m Snowy 
River At the streams end, 
search the snowman's shore to 
scoop up an atom If you explore 
thn cave across from that 
shore, you'll find the area's sec¬ 
ond atom 


SNOWY RIVER: 2 atoms 


THE FISH POND: 2 atoms 


An etom chills in a very slick 
tunnel beside th* waterfall 
you rode in on, so surefoot- 
edly make your way to it to 
avoid sliding into the icy 
spikes Afterward, div*/ into 
the lake to dredge up the . 
underwater atom. 


Which way did they go? Which way did they go? Defeated Yoscmite Sam isn't about to let Duck 
Dodgers and eager, young spice cadet Porky escape. Firing his pirate ship cannon at Duck's 
departing rocket, Sam sends the pair spiraling into Planet P 


ARCTIC LANOING: 3 atoms 


Hike downhill and avoid the 
explosive Xs on the ground 
Cross the breakaway bridge to 
the right of the ziggurat to find 
one atom Another is at the top 
of the 2 iggurat, and the third is 
in the lake surrounding Lola 
Bunny's platform 


i AAlirv taailIC ftUjCK OODCf S 
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DETENTION AREA: 3 atoms 



FREE THE SEALS 




Using the nearby rocket, blnst off to the imprisoned 
seals' ice cells located on the voriousicebergs that dot 
the lake Jump-Slam the igloos to free the seals, then 
visit their father who'll help you exit the area 



An atom is behind and in front of the idol that spits out 
quarks like a Pez dispenser One of the atomsoppcars 
to bo floating above a pit, but if you hit top C you !l see 


thot it actually floats above o well disguised lodge 


On the other side of thr Fish 
Pond s ramp where the snow 
balls roll is the Detention Area 
Dive beneath one of its icebergs 
to find one atom, and swim into a 
tunnel to find another Hovering 
above one of the ice floes ,s the 
third atom 


ANCIENT PYRAMID: 2 atoms 


TOWERING CAVERN: i atom 



When you reach the ledge 
with the cracked surface, 
Jump-Slam it An atom dan¬ 
gles beneath the ledge, and 
when you stomp it, the atom 
will plop into the pool below 
Take a dive to claim the prize 
you ve knocked loose 


SLIPPERY SLIDE: 2 atoms 



Slide down the slope in under 
45 seconds for an atom. 
Steer clear of dry patches to 
maintain speed If you finish 
within 41 seconds, you'll win 
a second atom and unlock 
the teleporter that allows 
you to rerace for fun 


SNOWMAN’S CAVERN: 2 atoms 



Seek shelter from the grubby yeti in the alcove to the Follow the shaft of light to the cave Push the ice pillars 
far right Pick up the decoy (the square picture of Daffy), along the scrapes on the floor to reflact tho light onto 
then toss it at the frosty foe While he s distracted, the ice wall When the barnor melts, ascend th° building 

desh up the stairs behind him to score an atom to greb the atom on a narrow wall 


HIDDEN LAKE: 1 atom 


SUBMERGED CITY: i atom 







Swim downstream, take a 
plunge down the waterfall, 
then dry off on the snow¬ 
man's shore Hop up the 
lodges, then bounce up the 
curlicued ledge to pick up the 
atom Exit the area by diving 
into the tunnel by the falls 


After you've jumped over 
the pool to collect thn float¬ 
ing *tom, make your escape 
through the booby-trapped 
hafis Dodge the shooting *id 
falling statues and stay fight 
on your toes as you cross 
the breakaway bndges 


Run in circles ta dodge the 
bouncing idol As soon as it 
shekes up the entire grid you're 
standing on (it'll damage itself 
when it does this), station your¬ 
self on the. square that turns 
light blue-it r s the only tile that 
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Planet X is the site of Marvin's hidden kb, where he's feverishly putting the finishing touches on 
his cannon. Marnn never did like the earth (especially since it blocks his view of Venus;, but 
earth-loving Duck and Porky have finally arrived to foil his plans. 



PLANET X LANDING: 2 atoms 


Follow the tunnel outside of 
your ship and hang a left at 
its exit Hop onto the rock at 
the tmse of the blue X, then 
jump into the passage that 
lends to an atom To find the 
lending s other atom, enter 
the wind tunnel 


CAVERN ALPHA: 1 atom 



Inside the blue X closest to 
your ship is Cavern Alpha. An 
apish alton will roll you like a 
bowling bnF if it guts its 
mitts on you, so swiftly head 
to the atom on the left side 
of the cave and avoid con¬ 
frontation. 



CAVERN BETA: i atom 

Fnter the blue X by the tunnel 
exit To score the atom inside, 
perform a double jump to land 
on the mesa that s near the 
entrance end across from the 
atom Run toward the atom, 
then double-jump to land on 
its mesa 



When you exit Cavern Be to, 
turn left and go up the hill 
lined with quarks inside the 
blue X at the summit is 
Cavern Gamma Hop into the 
tunnel in the back of the 
cave, then leap out the other 
side to reach the atom 








fien you reach the switch, pounce on it to destroy the 
arbv crate containing an atom A circling flying saucer 
ardsthe second atom, so go for the green pa-tic e 
I v when the UFO has spun out of range 


fou play in first-person view, 2 ap the boxes with Xs 
hem-two contamntoms The trickiest part of the 
I is crossinathe yellow laser beam barriers, but you 
switch back to third-person view by tiptoeing 


TO MARVIN’S LAB 

When you return to the 
Planet X Landing, you’ll have 
six atoms-the exact price 
the alien at the top of the 
wind tunnel charges for 
entry to Marvin’s Lab Float 
up the wind shaft to the ET, 
thentaiktohim to enter 


Enter the green pod in Marvin s 
Lab, then nab one atom on your 
way to Cecil Repeatedly hit Z 
to keep his jet pack fired up as 
you fly to win one atom, then 
hop through the green farce 
field to find another atom in the 
speediest of antigravity rooms 


Traverse the green catwalks to 
collect the two atoms To claim 
th« farther one, cross the green 
laser bridge Once you’ve scored 
both collectibles, grab the red 
bomb and toss it at the metal 
door to blast your way out of 
tho hatchery 


DELTA SPACE ZONE: 2 atoms 


ABANDONED UFO: 1 atom 


Board the ship parked across 
from the wind tunnel Hit A 
to switch to cockpit view 
since it makes the rocket 
easier to pilot, then use Z to 
accelerate and B to honk 
your horn as you fly to the 
UFO crowned with an atom. 


CECIL’S FLYING TOY: 3 atoms 


EGG 209 HATCHERY: 2 atoms 


RAYGUN WORKOUT: 2 atoms 
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THETA SPACE ZONE: 3 atoms 



Strap on a let pack to fly to the platform islands Attho end of the first tunnal, rocket Rockft to the small, square platform by the tunnel, then 
to the fortnust of the platforms in front of you (double-jump as your jets sputter out jump across thn yellow platforms Cross the rotat'ng 

to reach it( Collect the two atoms near that stnp, then return to you: lending site, tunnel end avoid its surface holes that'll spin your way 

The second spinning tunnel houses the etom 


EPSILON SPACE ZONE: 2 atoms 



Talk to CfcCN, thfln put on his 
instant Martian disguise As 
long as you wear the getup, 
the laser towers won't blast 
you Ditch the costume once 
you're out of their sights, 
then use the jet pack to 
rocket away 



Land noor the green stairs, 
then dash across them as 
they fall At their foot is an 
atom. Don a second costume 
to -'each the second jet pack, 
then fly to the second atom 
that's on another set of 
breakaway stairs. 




fn thf next room is Marvin, who'll 
attack you from his saucer, and 
his sidekick K-9, who'll cover the 

S round But keep your focus on 
larwi Immediately after he 
attacks, his shields will go down, 
and you II be able to hop up and 
zap him 


TRANSFORMATION ZAP 


Set foot on the platform to transform into a four-legged, 
f iower-hunded mutant Dodye UfOs and scramble across 
the breakaway tils floor until you can reach the next 
transformation pad that'll mutate you into a chickert 

THE FINAL DEFENSE 


As a chicken, escape thr ough the duct On the other side 
is a pinbalt area, complete with bumpers that'll ricochet 
you about the room if you touch them. Cluck past them, 
then transform back into Duck at the third pad 


Before you'll be Able to go 
through the door branded with 
Marvin's mug, you must find the 
three keys that'll unlock it 
Explore the branching paths 
from the central hub to find the 
keys, as well as Lola Bunny, 
who'll give you a hup. 


Behind the Marvin door is fightin mad robo-chickon 
Dodge its slippery omelet spray, blast its robo eggs to 
hatch Quarks, and jump up and zap the fow? in the noggin 
eight times to scramble to your final battle 


Successfully capturing the zany spirit of the Warner Bros, cartoons, DuckDodgers is awinnmg com¬ 
bination of Looney Tunes hysterics and slick game play. Never short on nutty' one-liners, madcap 
minigames or sight gags (try blasting the paintings in Planet J s museum), Infogrames' charmer is a 
must for Looney Tunes fanatics, and it's sure to get serious gamers to crack a smile, too. ^ 
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GAME BOY, 


POK1MON PINBALL 

GAMBOY COLOR 


NKEMON RED 

G'kMEEOY 


POKIMOH HUB 

GAMEIOY 


POKKMON VCU.OW 

GAWEEOV 


POKEMON TRADING CARD 

GAME?OY 


nbrp^l 


Howto 

SHOP 



► 



cm for 
9 store 
near you 


STURE5I 





HMVflOE 

l-THHHHriie 


Shop 
by phone 



- ’NSTANT STOKE COUPON 


1 -mjMKMEK 


Cotutfin 
amt Find Out 
Mare About 


Where the World Shops for Interactive Games! • 

■ Newest S Hottest Games! ■ Low Price Guarantee 

■ Large Selection ■ Knowledgeable Sales Associates 

■ Hassle Fiee Return Policy ■ PC/Video Game Trade-in Program 
Pre-purchase/Reserve List Program 



RECEIDE*5" OFF BUY 
GOME PURCHASE FOR 
GRMEBOY 
COLOR 
1HLY RT 



•REIEASC DAJIS SNPJECT TO CHANGE OFFERS A,ND VrfCES MM VA*v N PUERIO SCO AND CANADA. 


1 *r>NNO t LOWBlNfeD WITH ANV 0“HER jgCOJNT hftlltliutf 

1 UMh ONE COLTON PfR CUSTOVtS Olffc* emS 4/30/00 liouinpjt 
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The Power Connection 


The new NP logo with a circle of arrows is our way 
of linking Nintendo Power with our Internet web 
site. The idea is to provide our subscribers with 
special information on the World Wide Web and to 
let web surfers know about special features in the 
magazine. Wt started small with two NP connec¬ 
tions m the May issue, showing movies of stunts for 
Tony Hawk's Pro Skater and Excitebike 64, but our 
plans are big The site is open to everyone right now, 


but eventually only subscribers will have access to 
many of the special features We think that the 
worlds biggest video game magazine should have 
the worlds best connection to online information, 
and that swhatNmtcndoPower.com will provide In 
the following pages, you'll learn both whats 
happening now at Nintendo.com and what*s going 
to happen in the future on Nintendo com and 
NmtendoPowcr com, so start clicking 


Actual footage from the 
gaming pros at Nintendo 
Power shows you exactly 
how to grind out the points 


News & Events 


Nintendo Power has a long history of 
bringing you the most complete 
news straight from the source With the 
speed of the Internee, we can bring that 
news to NintendoPower.com virtually as 
it happens By the time you read this arti¬ 
cle, we will have provided all the latest 
info on E3 2000 live from the show 


NINTENOO POWER 


All contents copyright €> 1997, 19 98, '99 9. 20Q0 Nintendo of America .I n c, All 

Onhne Privacy Statement 


P ower Connection 

News & Events 


Interact! ves 

Chat 
E -Cards 
Perfcctdark com 

New Look 

Zelda com 


floor And coming up at the end of the 
summer, you’ll be able to see all the 
news from SpaceWorid in Japan by 
onto NmtendoPowcr com 
When the news breaks on Dolphin, 

Game Boy Advance and new games, 

NintendoPower.com, will have the FAQs, 

the pics and the downloads. Power readers connected with Excnwbikc 84 last 

month online Therp's no substitute for seeing the 
stunts performed in full motion. 


lo gg in g 


Welcome to the new face of Nintendo Power online. 
With the introduction of the NP icon last month, Nintendo 
Power made the connection to Internet qaminQ information 
even better and faster for readers of Nintendo Power 
maqazine. Mere's a taste of what's to come. 








































Games: 

Nintendo com has a wide variety of state of-the-ar? interactive games ana 
features. You can become a Superstar at Mnnopartycom with six action- 
packed interactive Shockwave games or compete against other golfers across 
the country m online tournaments at Manogolf net If you'd rather sit back, 
relax and watch DKTV, go to Donkey kong64 com, wher^ you'll find nine 
channels of quality primate programming 

PoUpmon Stadium Fantasq Leauqe- 

Trainers who visit Pokamonstatiium com can choose a team of six Pokemon 
(all between Icvels50 and 55) and compete for pnzes in the Pokemon Stadium 
Fantasy League 

Chats: J 

Enter the Nsider area at Nintendo com to chat with pros at Nintendo and other 
gamers The sessions run Monday through Friday from 4 pm to 7 00 rm. Pacific 
Standard Time at wwwnintenriocom/nsider/indc xhtml 

E-Cards; . . 

You can send e-cards and greetings to friends via the Internet from several 
Nintendo sites including Super Smash Bros smash cards et supersmashbros com, 
DK cards ot donkeykong64 com and party cards at mar-oparty com 


PerPectdarK.com 


The biggest game of the summer is Perfect Dark, 
and if you head to pcrfcctdark.com, you’ll be 
able to download the theatrical trailer advertise¬ 
ment for Rare’s thriller Two mysterious sites 
were also discovered recently on the World Wide 
Web, one for dataDyne end one for the Carring¬ 
ton Institute. The eppearance of web sites for 
supposedly fictional entities such as dataDyne and the Carring¬ 
ton Institute caused quite a stir. You can use the following 
passwords to access secret information on those sites. 
DATADYNE- User Name: Jamesian no 7, Password. 8CR31D29. 
CARRINGTON: User Name- Solaris, Password- pal32ver2iz. Of 
course, Perfect Dark received an M rating from the ESRB, so the 
web site is open only to people 17 years of age or older A warning 
on the introduction page of an M-rated site is one way that 
Nintendo helps to keep the Internet a safe place to visit 
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Perfect Dark 141 &© 2000 Rare Rarevwre logo is a trademark of Rare. 



Th e Ne w Look 


In future months, all of Nintendo’s web sites 
will get a foce-liit and new features. 

In particular, wc plan to expand 
NmtendoPowcr.com to include 
an extensive* library of strate¬ 
gies, tips and codes complete 
with movies and .sound. 

We '11 request Now Playing 
evaluations from sub¬ 
scribers and print the 
results in Power, and we'll let you in on 
breaking nows stones before anyone else 
even hears a whisper You'll sec previews of actual game play, hear 
the real sound tracks and chat with the pros from Nintendo and 
other game companies. 

Pinv,:r's Pulse / ciae- tied Informa l,on / Cements / EaUSkBa/ I Anaa /.Njw^lay.m; I Eflteigr 





TC1S KATE 
THE GASSES 

in the future you'll find online columns based an your favonte 
columns from Nintendo Power The names and logos may change, 
but the information will be even more up to date 
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Nintendo Online Directory 


lo-kazooiD. 


Banjo-Kazooig — www.bani 
Bionic Commando ~ww> 
Carrington Institute—a 
Command G Conquer— i 


'll 


Diddq Konq Racinq—mw^tocgjji 

DonKeq Konq 64 —www.donkevkon g 64 .com 

ExjCitrbiKp 64— www.excitehike64. co m 

F-Zero X -www.feerox.com 

GoIdenEqe 007 — www.m nt enrio.c oro/go ldeneyeQ07 

let Force Gemini— www.jetforcegemini .com 

The Leqend of Zelda: Ocarina of Time — www. 

Kirbq 64: The Crystal Shards— www.kirbv64.con: 

Mario Golf — www.roariogo1f.iiet 

Mario Partq — www.m a rioparty.com 

Mario Partq 2 — www-mariopaitv2 com 

Nintendo Power Source- www.nintcndo com 
Nintendo Sports — 1 www.nintendosports.com 
Perfect Park, — www.perfectdark.com 
PoKemon World— w ww.nokemon.com 
PoKemon Snap — www.pokemonsnap.coni 
PoKemon Stadium— www.pokemonstadium com 
Ridqe Racer 64 — www.ri d geracer64 com 

Star Wars: Episode 1: Racer — swracer.n64.com 
Star Wars: Roque Squadron-ro^mjntoiiuxaia 
Super Smash Bros. — www. smashbio s.com 
Yoshi's Storq— a'ww .y.Q^ hisst Qry.c pm 


www.zelda.com 



H 

Zelda com 

Legend of Zelda Ocarina of Time, and soon it wili be expand¬ 
ed to covt r every Zelda game ever made Complete wnik- 
throughs, comprehensive character galleries and much more 
will put Zelda com it the top of your bookmark list 
Zelaa com will also be the best source on the ‘not for the lat¬ 
est news on Majorn s Mask and the upcoming Tnforce Series 
on Game Boy Color 


www.pcKemon.com 
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Poknmon com is your one-stop source for all things 
Pok6mon, covering everything from Snorlaxs weight to the 
best way to counter a Pirn-type Pokemon attack With the 
upcoming release of Pokemon Gold and Silver, Pokemon com 
will be updated to feature all-new game play strategy and a 
complete PokGdex with stats on all the new Pokemon 


Logging Off 


Who knows what the future holds for Nintendo Pow^r fc-mags? Onunt, interactive 
gaming communities 7 Dolphin demos 7 Almost anything is possible As we branch 
out to embrace the Internet m new ways, we'd low to hear your ideas on what youa 
like to see So let us icnow what you think by completing and sending in the monthly 
Player's Poll card or leaving messages at Nmtcndo.com @ 


NINTENDO POWER GOES ONLINE 

MJWBMDOB— 

^POW£R 
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who knows what maq happen ... 



the Ocarinas inspired bxj the mdeo game “Vne Legend 
of Zelda: the Ocarina of 'tiroe” are now available. 

thou 0bciU M the Ocarina: 


gasp to plap, pet capable of profound expression 

WeU tuned: a Bnetq crafted instrument 
Includes a songbook and tutorial with simple finger noto 
scales, and fancp tricks, pins luttabies, serenades, and n 
/V£ade from bigb-fired durable ceramic in ecocraL etqLcs ■ 

brown], or round u rakf pendant ^. po(ato ocartoQ3 

Bear them played, when you call . \ « * Q6 - B0 and 

0ee them and hear them at our website 

Order them by internet phone , or mail: 


utt- ^ - > — 

round pendant ocarina is $20. 
0hpptng/handMog is $B< 



Songbird Ocarinas 

410 /foacapa Street 
Santa Barbara C/i 90101 

Order Online at 

xororo-eongbirdoccatna-com 

or coll tBOB] 899-4042 



Songbird Ocarinas re not affiliated or endorsed bq Nintendo Corp 
























Artists start with 
rough sketches that 


Starti*5 the Sa$a 

Bringing a new world to life iv no small undertaking, no 
matter what form it takes And though it may seem as if it ill 
just copier; together as if by magic, it takes many people to 
crettc in RPG like Aidyn Chronicles The First Mage Artists, 
writers and programmers at the developer, H 20 , 
work together toward one goal so much so that 
they speak as if with one voice This chorus of cre¬ 
ators sings ot storylines, sketches renderings and 
level designs Of long meetings when the sun isn't 
shining, and of long workdays when it is 
The creation of Aidyn Chronicles ^e First 
Mages story s'arred off with a somewhat simple 
outline put together by RPG master Chris Klug 
Something is stirnng within the v«st and varied 
lands of Aidyn Ayoung min, Alaron is poisoned by 
goblin? and seeks .1 cure His desperate circumstances ead him 
on a journey through Aidyn, where he encounters new beings 
both friendly and fearsome He must make friends and bank 
enemies—once he learns to tell the difference between them 
Once the stoty w as set artists were brought irf to give form 
to the fantasy As the mam characters, environments and 
monsters were put on piper, more ideas came forward Mn in- 
characters gamed depth md some minor characters became so 
real they took on a life of their own, writing themselves larger 
parts in the story by virtue of their dazzling design 
With the bnc sketches drawn and the story ouc- 
40 lined, the developers were able to move on 

to the next phase of developmt nt. 


HE TIME HAS COME TO SPEAK OF 

the Aidyn Chronicles As the 

UNVEILING OF THIS COMPELLING 
NEW CREATION DRAWS NIGH, LET US LOOK AT 
THIS MYTH-IN-THF-MAWNG’S PAST, PRESENT 
AND FUTURE, TO GAIN SOME INSIGHT INTO 
THE CONJURING OP A NEW UNIVERSE. 


give way u> more 
ctatailed ideas about 

how a buikJmgof room will look Next models 
are curated to provide a blueprint tor ttie finished 
levels, Vbu c inalso $«*: somt untp-xiuredchvocter 
models lurking in a coupla ol the sesnes. 
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Currently, the game is making the transition 
from fantastic ideas co playable reality 
requiring more people co help shape ic Lead 
Programmer Chris Bailey had the ide-^ for a 
complex and innovative engine—rhe back- 
bore of the game 

Molding a Mv^th 

Aidyn Chronicles The Firsc Mage is \ traditional Ki'G and as 
such, it features many characters and environments turn- 
based battles and complex interactions between all of che ele¬ 
ments of the game Bailey took this idea to the limit, including 
n weather system that affects game play and is always working 
even if your characters never go to a particular spot 
Meanwhile, programmers designers, artists and writers are 
building rhe game Some designers work on the combat 
system while others make sure rhe text boxes ire working 
properly. The artists take their sketches from penal and paper 
to polygons, complete with animations thxt further the 
individuality of each character 
The game is not really playable m this form and not just 
because the characters and situations arc being tweaked Each 
piece—the combat system character animations, the enemy 
tendencies and weather system—is worked on individua]ly 
and then integrated into the framework of the game Tests ire 
run to make iure that elements art working separately For 
example, the dialogue boxes may pop up jusc fine when 
running alone under testing conditions, but when 
added to the rest of the program 
they're supposed co 

pome Characters and even whole ones can be taken out 

if they don t make the game better 


Each clwnctw and cr*atui e is designsd 
with his her or its awn unique look 
and movemsnts that bring a sensa of 
divui sity and 1 wbm to the polygons 
Thisishowtte character appm n 
the game in their f nal for m Compare 
th* sketches to th* f nishad 1 endings 
to ssahow ClwaCtar designs avolvu. 





WILL BE... 




When the entire ^,mt finally comes 
rogetheiypiayers will be treated to onv seamless expenencv 
-and if its done well they won’t even notice that many af¬ 
ferent pieces were fit together to create the who!*. Some 
thing that seems very basic to a player is actually \ very 
complex process tor 'he game’s designers 

Think about the characters m the ^int Just as the 
weather affects aspect:'- of rhe game play the decisions 
a player makes can change the outcome of the 'ame 
Nearly a dozen Jifferenr characters c in join Abron'- 
party, and each has hia or her own unique abilities and 
personality But only four can be in Akron's party at once and 
different players will certainly make different decisions about 
who will mak the cur 



&2O0QTHQInc.ArtYnChroc1is Th§ First Mfrt THQanr1iteTHQIr$Mr»lidfcnuiki 
aiW/ur rec'stwfrl lr«*ieirarks >1 T>WlmxD«w!^dhyH 2 GEnterifinriumCorpoifhfti 
K2Q&itari«mant» arratararkal H2QEni9flainrMnTCor>valp w AlIrghlsrasfirveiL 



The game designers at H20 T therefore, had to create story 
lines text boxes, walking animations and cinemas for every 
character, some of whom you may never choose in your personal 
version This means you II have to play the game differently 
many times to see everything included m the Game Pak. 

Finishing a F^ntASVji 

As the valiant and dedicated artisans at H2O work to complete 
Alarons adventures in Aidyn, take to heart their hard work and 
dedication It may seem like a :or of work to play a complex and 
deep RPG like this—but |ust imagine making one! 

If you wish to exper:ence the magic of Aidyn Chronicles* The 
First Mage for yourself you haven t much time to wait Aidyn 
Chronicles The First Ma^e becomes a reality in August 


Tils kingdom of Aidyn 
is vast and vaiv-d ^nd 
cui h-ic Alaroi^will 
seomuch 0? it as he 
sdaichasfaracure to 
his affliction. As you 
can see from the screen 
shots hes not always 
A OFtf*-. 












*#000 THU Inc. Akfyn ChronKfes. Thu Firet Mage, THQ 
and the THQ logo are trademarks nr>rt/or roistered 
trademarks of THQ Inc. Developed by K20 Entertainment 
Corporation H?0 EntBrlarnnBnt If a trademark of H20 
Entertainment Corp- ration All rights reserved. 



N/NTENDO==z 

=POWER 

















CrlC EfiiAmnt Mr*’ 



l* r WM1 ION 

FRAME iiaW 413a Cbiomdy ‘''ey. 

FORK UO^i *130 Butted Chromoly. 

CRANKS RL* Hroilnt Ctanta lPOmm 


ADAM STRIEBV 


JOHN FOKSE 


PAT MILLER 


For M on hi iyv to , 

mc*. BMX, Call 

1-800-8BC'lBMX mw/.abiibmxxam 


www.rcdlmehlcydes,com/npower.asp 


■SURRA HARRIS 


! NtNfTiENDO == 

=R 0 WER 


























O 2000 lnfoc'-me^ I no. 

IRL. Indiunapolir 500 Mile Race 
«vj lndnn*poli r Motor Speedway 
are f-adi-nv-rksof in'aflr*m6S Inc 


Are you ready to challenge 
the Brickyard? GT Interactive 
brings the speed and thrill of the 
Indy Racing League home to the IVIB4. 


If you're under the impression chat driving around 
an oval 200 times is monotonous, consider that 
you'll have to share the road with 19 other cars rac 
mg at speeds well over 200 miles per hour. GT Inter¬ 
active's Irdy Racing 2000 makes you feel like you're 
sitting behind the wheel of a 750-horscpowcr rocket 
at America's premier motorsports event. And the 
development team at Paradigm Entertainment 
didn't stop there Beyond the simulated Indy circuit, 


In e two-player duel, the competition 
will be limited to eight computer 
controlled cars, as opposed to the 19 in 
one-player The screen can be split 
horizontally or vertically 


EVERYONE 


Around and Around You Go 
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cactng world split apart, video game pub' 
reuse one of the two major racing leagues: 
plete Indy Racing League license, and, a* a 
he pavement in nearly all of the official IRL 
■jular leasue drivers. Choose a Single Race, 


lop 10 
Races Led 
Ups Led 
Winning 


Starts 
Total Laps. 
Best Start- 
Best Finish 
Top 5’ 


Top 10 
Races Led 
Ups Led 
Winnings 


Total Laps 
Best Start- 
Best finish: 
Top 5 


$420,2SO 


Top 10 o 

Races Led. 0 

laps Led. 0 

Winnings: $76*M'o3 


5tarts 
Total Laps 
Best Start 
Best Finish 
Top 5 


Top 10: ^ 
Races Led 2 
Laps Led' 23 
Winnings $1,059,100 


Starts 
Total Laps* 
Best Start 
Best Finish 
Top S. 


Fop 10. 5 
Races Led: 3 
Laps Led' 56 
Winnings $2,721,064 


5tarts- 
Tolal Laps* 
Best Start 
Best Finish 
Top5- 


lop 10 

Races Led 3 

Laps Led 

Winnings* $3,190,452 


Starts: 
Total Laps 
Best Start 
Best Fin eh 
TopS 


Top 10. 
Races Ltd 
Laps Led' 
Winnings 


Starts. 
Total Laps* 
Best Start 
Best Finish 
Top 5 


lop i 0 

Races Led 3 
Laps Led 70 
Winnings $2,RBH,276 


Starts 
Total Laps, 

Best Start 

Best Finish 
Top 5: 


lop 10 . 
Races Led 
Laps Led' 
Winnings. 


Starts 
lotal Laps. 
Best Start: 
Best Finish 
Top S 


Starer 
Total Lips 
Best Start 
Rest Finish 


innmgs: 


Top 10 
Races Led 
Laps Led 
Winnings 


Starts 
Total laps 
Beat Start 
Best Finish 
Top 5 


(op 10 : 

Races led 
Lips Led 
Winnings* 


Starts* 

Total Laps 
Best Start 
best Finish 
Tops* 


lop 10 O 

Races Led 1 

laps led 1 

Winnings $720,006 


Starts* 

Total Laps- 
Best Start 
Best Finish- 
Top 5. 


lop 10: 
Races Led 
Laps Led 
Winnings 


Starts 
Total Laps* 
Best Start 
Best Finish 
Top 5. 


Top 10 
Races Led 
Laps Led 
Winnings* 


Starts 
Total laps* 
Best Start: 
Best Finish 
Top 5 


Top 10 

Races Led: 1 

a ps Led * 

innings: $R51,033 


Starts 
Total Laps 
Best Start* 
Best Finish 
Top 5. 


lop 10 
Races Led, 
Ups Led 
Winnings. 


Starts. 
Total Laps 
Best Start 
Best Finish 
Top 5 


Top 10 2 

Races Led 2 

Laps Led: 

Winnings* $1,97B,190 


Starts. 


Total Laps. 
Best Start- 
Best Finish 
Top 5: 


Top 10* 4 
Races Led' 3 
Laps Led W 
Winnings* $2,5BB,H65 


Starts ’> 

Total Ups* 1,254 
Best Start. 3 

Best Fmish. 2 

Top 5 , 2 


Top 10 
Races Led- 
Ups Led 
Winnings. 


Starts 
Total Laps 
Best Start* 

Best Finish 
Top S: 


BUZZ CALKINS 


KENNY BRACK 
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Race far the Checkered Flag 


In Single or Championship Modu, you'll select your IRL driver, 
customize your car and compete against the rest of the league 
on various real-world tracks You can adjust tht length of each 



race from short to long, and you can raise or lower the diffi¬ 
culty setting Finally, you can choose to turn your cars damage 
on or off If damage is on, you'll need ro make pit stops 




As you roll into the start of the race, surrounded by other vehicles, take 
advantage of nearby cars and try to draft behind them Then, when the 
coast is clear, shoot around tho competition Don't try to start fast 



The car ahead, which you re trying to gain on, will be tagged with a blue 
arrow Once you passth^ marked cer, you'llse-cyour position jump by 
one. The blue arrow will then transfer to the next car in front of you 


A low wing angk allows for high speeds on tho streight-hways but loss 
control on the turns If you think you can handle the turns without assis 
tance, keep your wings low nndhit max speed as much as possible 


Always check for cars coming up from behind At the bottom of the screen., 
you II sec tabs with car numbers If thr- number is rod, the car is closer than 
you might think. White numbers show when a car is gaining on you. 


Similar to wings tires hdpyou navigate corners or fly down open roads 
High tire pressure creates less friction, resulting in more speed If you re 
worried about making sharp turns, keep the fire pressure low 


Chasing the Rabbit 


Wings of a Bird 


\» hC/Ub 


f.AUtil U/t 


wt 1,1/ uw/i/frmtn' nvttvr* 



I fm / 

W- rmt 

f 

* ' 

A 

HH 


mi* 



Always Qualify 


QUALIFYING COMPLETE!! 


Unless you liko starting at the beck and inching your way forward, run the 
qualifying round to try fora better starting spot It really helps in shorter 
races Single Race Mode does not havo a qualifying round 



If damage is t jrnnd on, your car will get banged up and you'll need to find 
the pit stop during long races The blueprint of your car on the side of the 
screen shows whst ureas of your car nefidhelp from the crew 


Time for a Pit Stop 
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C: 


Gold Cup Racing 


When you’re a little exhausted from 
the tense, white-knuckle Indy Rac¬ 
ing and m the mood for arcade 
action, try Gold Cup Mode. Your 
mission will be to rise through the 
ranks of a Fantasy League that 
includes various levels and cars. By 
using the chart below, you can cak. 
culare how many points you'll earn 
for each race. Higher league wins 
result in more points per race 


League Multiplier 


Rating: * 



Midget Cars 

lx 

|JC V 

Sprint Cars 

2x 


1 st Formula Cars 3x 


2nd Formula Cars 4x 


Bonus Indy Cars 5x 


Points Chart 1 

1st 

10,000 

L 

2nd 

8,000 


3rd 

7,500 

.1 

4th 

7,000 

m 

5 th 

6,500 

i 

6th 

6,000 

A 

7th 

5,600 


8th 

5,200 


9th 

4,800 

Hi 

10th 

4,400 

T 

11th 

4,000 



12th 

13th 

14th 

15th 

16th 

17tb 

18th 

19th 

20th 


3,700 

3.400 

3.100 
2,800 
2,600 

2.400 

2,200 

2.100 

2,000 


Caul Ride! 


cur SACMTfi 



,«rnr»«U a tt t rnmmm m ) *txr* 


Accumulating experience points 
wili earn you the right to drive more 
powerful cars As expected, the 
Indy Cars represent the highest 
level of the Fantasy League. 


STARTING LINE UP 


V 


Rating: * * 


MIDGET CARS 


10.000 


Rating: ★ ★ ★ 


ID.ULIU 






auuuu 


SPRINT CARS 


EilJUUU 






FORMULA CARS 1 


Vjitiyril 


150 ODD 

i 


150.000 




FORMULA CARS 2 





320,000 





4 GO 


mViiijS: 


INDY CARS 


400 ooo 


500.000 
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Go far file Gold 




The arcade nature of Gold Cup Racmg will call for in i shift of cars And since you get points for every race, you don't have to 
strategy. For example, you won’t have to worry about pit stops, try to win every contest. After some tense Indy Racing, this is 
so you can risk driving at higher speeds and bumping other your chance to slam on the gas and release your aggression. 



Right an His Tail 



You can gain a bur st of momentum by drafting behind a cor when driving 
around a comer Keep on eye on the draft meter on the left o f the screen 
Once you have an opening, cut inside and zoom past the competition 



Sometimes racing with a more powerful vehicle and faster competition 
will hinder your performance If you feel comfortable with 0 low-level car, 
stick with it until you earn enough points to jump to the next league. 


DorTt Jump the Hun 


CVF IUCMC 


l Sol 

jramM* 


When moving at high spa -is around a cornnr stay to tfv outside and 
coast along tne bank, following the tread marks This wi.l help you mxn- 
tam your speed while avoiding cones and grass on the inside of the turn 




‘S' Stands For Straight 


VV-M&5 


nth 




Some tracks have slioht S-curves that don't require you to turn the 
steering wheel Place yourself in the middle cf th^ rood and keep moving 
straight ahead, ignoring the arc in the pavement You wil make up ground. 


Nothing s more 3nnoying than snails that just won't qet out of the way 
Listen to your pit crew radio for lapped traffic Slamming into a slow car 
wil! only make you very frustrated 



Use the bottom C Button to glance at the road behind you to see if any¬ 
one is sneaking up If you’re using the first person view switch to third- 
person before looking back You II have a clearer view of thf road. 


A Racer for the People 


Paradigm's previous racing masterpiece F-l Grand Prix, was 
a total sim experience that was appreciated most by gen- 
heads who liked to tweak every nut and bolt. Not so with 
Indy. This racer feels like a game that is meant for everyone, 
which is fitting because the Indy 500 is one of the most 
popular American sporting events. The Gold Cup races add 
a lasting challenge and a bit of sass with all those cars and 
curves. If you like speed, a testa drive is mandatory, ?? 
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TO SCREW AROUND 
AND ACCOMPLISH 

NOTHING! 



FROM! 
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What’s-a this? 
Wario’s help¬ 
ing someone 
else? He is, 
but only 
because he 
gets to keep 
any treasure 
he finds on his 
mission! Will 
Wario really 


mysterious 
monarch who 
has sent him 
on the quest? 
The answers 
lie inside 
Wario Land 3... 


k NINTENDO POWER 


> 2000 Ntnft odn 


Eastern Lands 


Wario Land 3 for Game Boy Color is stuffed to the 
overalls with true platform action—with a twist. 
The twist? Wario has his own abilities, but some¬ 
times it's the damage he takes from an enemy that 
really helps him reach his goals. Wario's quest sends 
him to four different lands, each with several levels 
that he’ll have to revisit as he gains new abilities. 


mm 


. 


Southern Lands 


Northern Lands 


Western Lands 








































Warrior Wario 

Wario logins the game with some pretty basic moves. As he 
finds items and opens areas, he will gain the extra moves he 
needs to finish his mission. As you play die game, you will run 
into areas that you simply can’t access until much later when 
you have the right moves/ 


Swim 

He glides through the water with 
the greatest of esse using the 
Control Pad The B Button will 
quicken Wano’s pace, and the A 
Button will make hint surface very 
quickly. 


Grab Gloves 

Once Warm's wearing the Grab 
Gloves, he can pick up enemies and 
throw them. He can also throw 
objects to break through certain 
blocks Just walk up to a dazed 
enemy to pick it up 
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Jump Smash 

Vferio’s Jump Smash lets him break 
blocks underfoot. Try the move in 
many areas—sometimes breakable 
blocks don't look breakable et first 
Jump with A then press Down on 
the Control Pad to Jump Smash 


Head Smash 

Wario really uses his head for this 
move, which can be directed at 
bricks, rocks end anything else over 
his head Simply push Up on the 
Control Pad while using the A 
Button to jump. 


Super Smash 

With the Super Smash, Warm's 
sideways block breaking is much 
more powerful Ify it on unmarked 
bricks. Push the Control Pod in the 
correct direction, then push the B 
buttoa to Super Smash. 


Mini Golf 


Super Swim 

Worm's swimming gets a whole lot 
better once you’ve found the Super 
Swim. He can even swim against the 
current 1 The Control Pnd moves 
Wario, and B makes him swim 
tester 


Sometimes the path to Wario's 
next treasure will be blocked until 
Wario can win a game of golf. 

I * Wario will have to spend some of 
the coin*; he's gathered to start a 
game. Use the A Button and the 
meter on the bottom of the screen 
and take you* beat shot! 


A.M., P.M. 

* 

The enemies inside the lev els will 
change depending on the time of 
day. If the screen is bright when 
you enter a Tevd> you’ll enter in 
the daytime. If it’s dark, you'll be 
there at night. Some treasure 
ch^ts can be accessed only* 
certain time*' of the day. 


Super Jump Smash 

This ottock packs a lot of power, 
allowing Worio to brook many 
blocks he couldn't before, includ¬ 
ing the solid pink blocks Jump 
with A, then push Down on the 
Control Pod es Wario lends 


High Jump 

Warm reaches new heights when 
the High Jump kicks in Many 
areas that were just too high will 
be within jumping distance' The 
High Jump repteccs Warm's regu¬ 
lar jump. Just press end hold the 
A Button to perform a High Jump 


Super Grab Gloves 

fcven the large robots and bears can 
be tossed around liko toys when 
Wario s wearing the Super Greb 
Gloves Daze the enemies first by 
tumping on their heads, then walk 
over to them and pick them up. 





























Wario finds himself in quite a few interesting places as he 
wanders around the four lands. Hes on a mission to find the 
five magical music boxes that will help a mysterious figure 
regain control of a vast kingdom, This flow chart shows the 
most uncomplicated path for reaching that goal quickly. Read 
the guide below to understand our chart for each level. 


As yoa wander through a 
level, yoa should remem¬ 
ber that without the key, 
yoa can't opea the trees' 
are chest, even if yoa f md 
the chest first 


Yoa aever know what 
yoa 1 re going to fiad inside 
e Treasure Chest Some 
have power-aps for Wario. 
while others may open ap 
more areas 



OUT OF J 
THE WOODS 


THE PEACEFUL 
VILLAGE^ 


PLAIN 


ACCESS 


OPEN 


METHOD 


UNLOCKED BY N1 


UNLOCKED BY Nl 


UNLOCKS 


UNLOCKS (+N3) 


have to let Mad 
Scienstein’s beaker 
hitWino ft will 
make him invisible 
and able to pass 
through the open- 
inn in front ofh'm 
undetected 


WU THEOESERT 


W2j THE VOLCANOE S 

• BASE • 


RUINS 


UNLOCKS (+N2) 


METHOO 


UNLOCKED BY N2+N3 


UNLOCKED BY W1+W1 


r OUT OF - 
THE WOODS 


You can reach the 
Gray Key by duck¬ 
ing then lumping 
and pushing Right 
on the Control Pad 
It may take you a 
couple of trios. 


Roll around thp 
area to break the 
M pink blocks and 
E rsach r^w areas 
6 Cn a slope, press 
Down to meko 
Wanoroll He can 
S jump while rolling 


JUMP SMASH 


^hisaree is closed 
during the dpy. but 
if you come back at 
night the pink wall 
will be raised and 
you II be ibis to 
enter the door just 
to the I eft of it. 


Use the Jump 
Smash to push this 
pesky critter down 
and find a new part 
of the level with 
the Red Key and 
Chest Wll be 
playing golf, too 


UNLOCKS 


UNLOCKS 


JUMP SMASH 


UNLOCKS 




THE STEEP 
CANYON 


METHOD; UNLOCKED BY N5 

UNLOCKS; (+W2+E1) W6,E4 


1 ht chests show your progress In this Hxnmpie, you ve already opened the Gray 
Chest snd you re workiri ■ on the Red The picture on top of the Red Chest shows 
the treasure insid® The 1 *reen and Blue Chests are still locked. 


This shows whon the level was opened. N5‘ means Northern Lands Level 5 
which js slso called The Tidal Coast Each level's name and number are fisted on 
the checkerboard at the top of its box-m this case it's S4 The Ste*p Canyon 


T he last line reveals what you wilt open by completing the current treasure 
chest quest In tha example, you unlock W6 and E4 by openma the Red 
Chest <n S4 the Blue Chest in W2 and the Red Chest in El 





































































































A TOWN 
IN CHAO! 


UNLOCKED BY N1 


METHOD 


UNLOCKED BY N1 


METHOD 


Get flattened by 
the red statue, 
avoid the grabbing 
robots and gfidf 
gently down from 
the ladder to reach 
the Gray Key 


Catch the zip lin* 
and ndsitdown to 
re ichthe Gray 
Chest. You'll haw 
to smash through 
a w all while youT 
at it. 


it might take you a 
while, bu t eventual 
ly you’ll figure out 
the order in which 
you ha veto Jump- 
Smash the piston 
platforms to reach 
the other side. 


UNLOCKS I+W3) 


UNLOCKS (+W4) 


THE BIG 
BRIOGE 


♦“PLAIN ♦^ 


UNLOCKS 


UNLOCKED BY S2 


METHOO 


UNLOCKED BY SI 


METHOD 


That vine wasnt 
there before 1 The 
Gray Chest in S2 
made them grow, 
and you can climb 
up them to the 
next chest 


THE GRASSLAN 


If you jump as soon 
as you see the fish 


pop up, you will 
avoid the:r attacks 
If you're hit by 3 
fish you'll roil back 
to the beginning 


UNLOCKEO BY S2 


METHOD 


UNLOCKS 


m If you cant outrun 
I the sun, duck 
when it shoots 
fireballs at you 
m \bu should make it 
i across th6 plat¬ 
forms and over to 
■ the Green Key 


UNLOCKS 


THE TOWEB 
<OF REVIVAL 


W2W THE VOLCANO'S 
1 RASE 


UNLOCKS I+W3) 


UNLOCKED BY W3+N3 


METHOD 


UNLOCKED BY SI 


Jump up to the (it 
torch to c itch firs, 
thw-n keep jumping is 
Wario runs jmuck. 
He’ll light tht other 
torches. 


THE POOL 


Whtels were 
idded to the little 
cart, c nd you'll 
hive to duck, jump 
andrunto keep up 
with it all the; w._y 
tothuRadChs st, 


UNLOCKEO BY S2 


METHOD 


Let the creatures 
sting you at the left 
side of the tower. 
You’ll float with your 
big airhead md reach 
th Gray Key 


UNLOCKS: <+N3) 


Jump-Smash your 
way down to the 
seemingly unr ,ach 
ible large com in 
the red cave, then 
tunnel your way 
back out 


SWIMMING 


UNLOCKS 


i*cf >f Hi 


iVorJ attacks. 
Awayujitith* 
:*estwill spoilt 
utafita§rc. mfc' 
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ST|| 

m 


IS 




METHOD 

UNLOCKED BY W3+W4 






























































































































THE STAGNANT 
SWAMP 


THE BIG BRIDGE 


METHOD 


SWIM 


| Go Gown th» ladder 
S at thn very beginning 
4 of the level and roll 
y your way to the 
£ Gray Key Go back up 
f the 2 ip lines find the 
C chest 


UNLOCKS 


UNLOCKS 


l the ; ^ 

VOLCANO'S BASE 


THE PEACEFUL 
VILLAGE * 


THE GRASSLANDS 


UNLOCKEO BY El 


METHOO 


UNLOCKEO BY El 


METHOO 


METHOO 


UNLOCKEO BY El 


Use the cart to get 
to the doorway and 
enter the bat cave 
Swim in the writer 
to get the Green Key 
F yto the coin while 
you re a vampire. 


It s tough, but you 
have to squat while 
jumping on the third 
falling ledge to reach 
the Green Key 


Use the Jump Smash 
while you're full of 
doughnuts to bounce 
the doughnut guy up 
the steps, then aat 
another doughnutard 
Smash back down 
the other side. 


UNLOCKS 4NZ) 


Turn invisible with 
Mad Scitnstem's 
help, then makb your 
way invisibly along 
until you find the 
Green Key 


DESERT 

RUINS 


IN CHAOS 


UNLOCKS 4S1) 


HEAO SMASH 


HEAO SMASH 


The floor above the 
Green Key and rear 
the golf merkar 
doesn't look like it 
con be Jump- 
Smashed, but it can 
Go down and to the 
left to find tho chest 


Flip one of the nrnny 
switches to raise the 
bars that block your 
access to the Red 
Key The switch by 
the zomb;es is best 


THE FRIGID 
* SEA 


UNLOCKEO BY N2+ST 
HEAO SMASH 


METHOO 

UNLOCKS 


UNLOCKS 


ittfttti giif/tfl is 

1 r ;d juyat * 
a£jc bring*! 

















































































































THE STEEP 
CANYON 


THE TIDAL 
► COAST i 


N4j BANKS OF THE 
-WILD RVER 


UNLOCKED BY N4+N5 


UNLOCKEO BY W4 


METHOO 


UNLOCKEO BY W4 


METHOO 
UNLOCKS i+N5) 


Start at the incline 
and roll jump all the 
wny across the 
steep canyon, 
where you will roll 
into and break the 
left wall and find 
the chest 


Let the torch set you 
aflame, then jump a)! 
the way to the far 
right When you re a 
walking fireball, you 
can break the pink 
blocks to reach the 
chest 


GRAB GLOVE 


UNLOCKS 


UNLOCKS (+N4) 


THE STEEP 
CANYON 


W2» THE VOLCANO'S 


THE TIQAL 


► COAST 


BASE 


UNLOCKEO BY N5 


UNLOCKEO BY N5 


METHOO 


GRAB GLOVE 


METHOO 


Jump up to the 
door located in the 
middle of the level 
No, it wnsn t there 
before Once inside, 
float toreoch the 
Red Kpy 


Go ail the wey to the 
left and roll down 
the newly exposed 
incline to break the 
pink bricks Go back 
to the newly 
exposed door to find 
the Blue Chest 


Toss an enemy at 
the blocks covering 
the silver pipe to 
get in r swim all the 
way to the bottom, 
then hitch a ride 
with a bubble to the 
Red Key 


UNLOCKS- I+S4+E1) 


After you have the 
key, you should 
continue to float 
high above the 
rushing water all 
the way to the 
right of the cavern 
to the Red Chest. 


UNLOCKS 


El 4 THE STAGNANT 
' SWAMP 


UNLOCKS i+W2+E1l 


METHOO 


W 61 THE WEST 

CRATER 


THE COLOSSAL 

^‘HOLE“~- 


Enter the door just 
past the si Ivor pipe 
in the center of 
the level Smash 
your wny to the 
right while avoid¬ 
ing the mechanical 
mole 


METHOO. UNLOCKEO BY W2+S4+E1 
UNLOCKS <+E4) S3 


METHOO UNLOCKEO BY W2+S4+E1 


Oropdown to the 
bottom of the 
hole, then let your 
head swell to float 
to thetop-and to 
thu Grey Key Float 
to the left toreach 
the chest 


UNLOCKS (+W6) 


W6-E4 


UNLOCKS (+W2+S4I 
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THE TOWER 


BANKS OF THE * 
WILD RVER^ V 


SEA TURTLE 
¥ ROCKS' 


OF REVIVAL 


METHOD 


UNLOCKED BY W6+E4 


METHOD 


SUPER SMASH 


METHOD 


SUPER SMASH 


The door in the 
middle of the tower 
just past the stove 
you hflveto shove 
has been opened 
Enter it to find a now 
part of the tower 


With the Super 
Smash, break into the 
tall gray hills Enter 
the doors to find the 
Red Key and Red 
Chest 


UNLOCKS 


Use a combination of 
doughnuts, fire and 
zombies to break the 
pink bricks, then flip 
the switch to tho 
left get the key rind 
roach the chest 


BRIDGE 


UNLOCKS 


SUPER SMASH 


UNLOCKEO BY S5 


METHOD 


GRAB GLOVE 


Toss an ice cluster at 
the pink bricks Roll 
down thn slopes is 
snowman Wario to 
break through tho 
walls and reach the 
Red Chest 


Pick up thd en^my, 
chargo up your Grab 
Glove by holding B, 
then throw thi 
enemy through th 
blocks to findthe 
GreanKey 


THE CAVE 
OF FLAMES 


UNLOCKS 


Flip the switch just 
past the ice bears. 
This will freeze the 
water and allow you 
to reach the key 
Unfreeze the water 
toreach the chest 


THE WESTERN 
r RUINS w 


METHOO 


UNLOCKED BY N6 


UNLOCKS 


SUPER JUMP SLAM 


THE CASTLE OF * 
^ILLUSIONS*"# 


EATURTL 

ROCKS 


iurn into 3 bat and fly 
up to the top of the 
dungeon Take care 
not to fly into tho 
light, or yai'll turn 
back into Wino 


METHOO 


UNLOCKEO BY S2 


METHOO 


SUPER JUMP SLAM 


Start a power roll at 
the bottom of the 
area with the pipes, 
then lump-roll up and 
through the pipes to 
reach the Green 
Chest and Key at 
the top 


Duck zombies and 
enter every door, 
hitting the switches 
to meke red blocks 
pop out from the 
walls so you can con 
tmue your search for 
the Gray Key 


UNLOCKS (+W1) 


UNLOCKS (+NGI 


UNLOCKS 


SUPER JUMP SLAM 
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THE COLOSSAL 
HOLE' "“*> 


THE STAGNANT 
SWAMP 


BENEATH 
THE WAVES 


UNLOCKED BY NG+W1 


METHOD 


UNLOCKEO BY El 


The owls have awok¬ 
en Ride the first to 
the right, then grab 
the second to navi¬ 
gate the dreaded ow! 
maze 


High-Jump off the lit 
tie enemies to make 
your way up to the 
Green Key Carry one 
enemy with you-the 
last platform doesn't 
hftva one 


Take the pulley maze 
to the right, then 
down. Two pulleys 
will go down, but the 
top one will break 
open the bncks to the 
Gray Chest 


Jump across the plat 
forms until you roach 
the vicinities of the 
Gr^enKeyandthe 
Green Chest, then let 
the sun heat you up 
so you can break the 
bricks. 


UNLOCKS 


UNLOCKS 


UNLOCKS 


THE CAVE; 
OF FLAMES 


THE STAGNANT 
'SWAMP K*' 


L OUT OF l 
THE WOODS 


UNLOCKED BY S5 


METHOO 


UNLOCKEO BY S5+E1 


Slam the ground to 
send the blue cave 
creature into The air 
It will float down gen 
tly, and you'll be able 
to use it as 8 plat¬ 
form. 


Roil down as youdiG 
for the Gr*y Key, then 
go to the right The 
bombs under the 
swamp have gone off 
and opened a new 
area to be explored 


Get the Green Key to 
the far right of the 
level then enter the 
first door and jump 
across the disappear 
mg green leaves to 
the chest 


UNLOCKS (+E1) 


UNLOCKS 


SUPER SWIM 


Lure the creatures 
that give you a bal 
loon head around the 
level until you find the 
Blue Key The chest is 
through the second 
opening from the 
right 


BANKS OF THE 
WILD RIVER 9 


UNLOCKS (+S5) 


METHOO 


SUPER SWIM 


THE TOWER 
OF REVIVAL 


The net near the top of 
the tower is finished 
Climb around it to find 
both the Green Key and 
the matching chest 


METHOO 


UNLOCKED BY N1 


UNLOCKS 


UNLOCKS 


^ Jf stgp flit 

you c*n 





1 iti? s > n - 

i I»n JyJ M 1. n 



g§ 

DlX-ljfr *lU 1 nIMM* 


US' 

#71 

JT S r| 

/ pj 

% J »| 




i 


WARIO LAND 3 












































































































THE PEACEFUL 
-VILLAGE Y 


THE CASTLE 
OF ILLUSION 


THE EAST 
CRATER 


SUPER JUMP SLAM 


SUPER GRAB GLOVES 


METHOD 


UNLOCKED BY S3 


METHOD 


Use the Super Jump 
Smash to bounce the 
big, red frog out of 
your way Enter the 
second pipe from the 
left and outrun the 
mole to the right 


The Red Key is hidden 
on the second plat 
form behind the pillar 
lust past the blue 
spiky creature Jump 
upend get it 


Pick up barrels and 
throw them through 
the blocks after you 
make it past the 
floating creatures 
Otherwise, you'I! bo 
floating aimlessly 


Jump on the bears 
head, pick it up with 
your Super Grab 
Gloves then toss it 
through the pink 
blocks to reach the 
Green Key 


Jump into the fire 
then jump out and 
burn the second gray 
creature to the left 
Just beyond where it 
sat is a ladder to the 
Gray Ghost 


THE WOODS 


UNLOCKS 


SUPER GRAB GLOVES 


UNLOCKS 


OPEN 


METHOO 


Keep stomping the 
ground until the spi 
der falls to your level 
Use it as an elevator 
to got to the top of 
the tree where you'll 
f ind a Bonus Com 


Oh, no’ It turns out the 
shadowy figure who asked 
for Warm's help wasn’t as 
helpless as it pretended. Tht 
big, scary clown will clap at 
Wano Jump or duck to avoid 
getting smashed, then slam 
down on its hand when it 
makes a fist. 


OPEN 


UNLOCKS 


Wmwu 




ShMWif SflriMGk It 

’•uid* 


Spoils of Wario 


The scary down is the big boss, hut there are still 
plenty of pozzies and challenges left in Wario Land 3. 
For instance Wario wins a special reward for collecting 
■ ■ >r hi gji coins in every lcvd. 

J Would Wario stop when there 
•- JI] are still lots of treasures to be 

I i- ST T * I uncovered? Not likely—he 
1 ^rL J *' 1 really loves a challenge, and 

—- I this is one of his best! 


Wario picks up many X : V j 

treasures on his quest l 

for the five music ^ 1 

boxes. Some make 

your navigation of the ^SSSB^SSSK 

world map a little ^ 

easier. You cam them The magnifier you win 

when you've com- from N 4 s Red Chest 
1 t t u- c l ellows you to view 

pieced over halt ot the wflich lt6 ms yoi've 

game, when you really collected in 

^ j^. 1 . u « 1 enerea 

need the help! 


The Qay or Night Spell 
you win Irom NZ s Blue 
Chest gives you the 
power to change the 
time of day et will 
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Put the prehistoric world in the palm 
of your hands with Disney 
Interactive's simple and fast- / 
paced Jurassic adventure, / 1 
Dinosaur. The Mesozoic Era £ ^ 

will come to life an your Ik 


Game Boy Calar as yau help 

a unique family af 
dinosaurs and lemurs escape 
a dangerous island. 


EniertSijment 


A long time ago, a p t act ful herd of plant-e ann g di nos aurs . _ -j. I 

was awaiting the annual ugg-hatchmg when a ravenous JflP V 7 

swarm of Carnotaurs invaded the once-secluded Nesting », 

Grounds Most of the eggs were destroyed m the attack, r : 

but one survived thanlcs to a flying Oviraptor After a long \ ' •, 

journey, the stolen egg was dropped over a lush paradise amgfyk 

known as Lemur Island. The curious inhabitants of the . 

island kept the egg safe and wondered what creature 

might burst from its shell. They soon witnessed the birth | 

of a baby dinosaur, who quickly became a favorite of the 

lemurs They named him Aladar, and he grew up healthy and happy, until one day a 
meteor shower threatened to destroy his home Your job is to guide Aladnr and his 


EVERYONE 


family off the island, rescuing others along the way. 
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The Herd 


The game, begins with Aladar searching for his lemur friends Each member of the herd pos¬ 
sesses a unique talent that will help the entire group to finish each level. For that reason 
alone, its important to keep all members of the group safe and healthy If one iemur or 
dinosaur is too injured to continue, your game will be over 


Aladar 



The adopted 
dinosaur's confi¬ 
dence nnd charis¬ 
ma mak him the 
clan's pride ^nd |oy 
Aladar can swim 
push rocks and 
logs, and keep 
enemies aW3y 
with brute force. 
These abilities will 
help him on hts 
quest to find his 
missing family 
member?. 


Eenta 



Older and experi¬ 
enced, Eema has a 
nght to be sassy 
Her strength is an 
asset, but her 
slow feet may be 
e detriment Use 
her muscles to 
crush rocks or 
break through bar¬ 
riers, when sho 
may uncover hid¬ 
den items or 
secret tunnels 


Plio 



This leaping lemur 
is the mother of 
the group and a 
natural peacemak¬ 
er To use her help¬ 
ful jumping ability, 
press the Control 
Pad in the direc¬ 
tion you want to 
go then press the 
A Button Get a 
running start for 
long teaps 


Zini 



Zini can be a trou¬ 
blemaker He con¬ 
siders himself a 
ladies'lumur, but 
that's far from 
reality His ability 
to run is real, 
though, so use him 
to get past ene¬ 
mies by pressing 
the A Button 
When his run 
meter is low, he 
will slowdown 


Url 



Url is Eemas slow- 
moving but incredi¬ 
bly loyal pet He 
may be slow, but 
his long, swirling 
tail can wipe out 
an attacker with 
one quick and pow¬ 
erful spin 'Jr'is 
your only hope of 
getting pest 
swarms of ene¬ 
mies 


Suri 



Thp baby of the 
family, Sun always 
looks up to her 
older brother 
Aladar Despite her 
young age, Sun's 
climbing and 
swinging skills are 
Vital to the groupb 
success Use her 
to traverse tall 
platforms end 
swing from vine to 
vine 





Collectibles 


To advance through the game,you'll need to search 
for important items on each level These items will 
increase your score ar.d icecp your team healthy 




Health Flowers Paint Flowers 


Rod Health flowers enn be 
stored and used at any 
time to increase th# 3 
health of one herd member 


White Point Flowers can be 
found in bunches and are 
worth points that will 
increase your overall score 



Teamwork is the name of the game, and 
you'll need to switch between characters 
during each level to conquer die various 
obstacles. Press the B Button when you 
reach a Gathering Herd icon to switch 
characters. The red-and-white icons arc 
strategically placed, signaling the need for 
a change 
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Baby Dinosaurs 

On most levels, you'll need to 
rescue dinosaurs before you' i 
be allowed to advance to the 
next stage 


The Gallery 



the opening screen, you 


an option to view a 
Uery of character photos. 


You can print the pictures of 
tht herd fay connecting a 
Game Boy Printer to your 
Game Boy. You can also 
print your score when view¬ 
ing the score screen. 


enemies 

These predators may sound vicious, but they're pretty easy to dodge, 
especially if you run with Zini or fight back with Url and his strong, 
spinning tail. 


Carnataur 



These bloodthirsty 
creatures hov^r in 
certain areas and 
will stalk the herd 
throughout the 
entire game 


Masasaurus 



Acrocodilolike 
dinosaur th* 
Mosasaurus can 
be found in the 
water Aladar 
should be careful 
when swimming 


Velaci raptor 



Sometimes found 
athighandlowLv 
els, tnis aggressive 
meat eater is 
always out to get 
the herd members. 


Pteranadan 



When you 'ookir 
the sky, you may 
see this flying 
enemy overhead 
It is always at 
higher elevat'O ns. 
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Navigating through this adventure will require a unique 
cast of characters, each of whom possesses i special skill 
You will often switch between herd members, usually 
whenever you see a Gathering Herd icon. All characters 
serve a purpose, and once you become familiar with the 
family, the game will be a hrcezc 



V 
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f 

i 
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Level Gates 

‘’’he sight of two red stone pillars 
shouldering relief The pillars rep¬ 
resent th? end of the level, nnd 
walking through will pass you 
onto the n*xt adventure 


Aladars home is about to be destroyed by an unexpected 
meteor shower, and he must find his lemur friends, Sun and 
Plio, and get off the island quickly and safely. 



lumping and living 


Cliffs - There are several large cliffs, that drops into treacher¬ 
ous waters, requiring Plio to perform long jumps 



Falling Meteors - Lemur Island will he destroyed by meteors, 
and your herd must escape before it's too late 

Look Whot I Found 

At the start of the first level, 
head to the right until you find a 
lonely log Choose Aladar and 
use him to push the lag and 
uncover Sun 



Swingin' Suri 

After using Plio to jump from 
cliff to clirr.switen to Sun and 
grab the swinging vine Once 
safely across the wnter, switch 
again to Aladar 



Hord Lobor 

Once you vu made it safely 
across the water with Suri and 
switch d back to Ahdar, use him 
to push the rocks by holding right 
and the A Button 
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Theres no time for fun m the sun on this beach You'll need to 
use the hetd to rescue several baby dinosaurs and find two 
more members of the family, Eema and Url. 



Danger {.iirfo 

Twisters - These solitary tornadoes move at a fast pac^ and 
seem to follow you wherever you go. 

Camotaurs - The beach is full of these hungry predators. 
After uncovetmg Url, use Inin to stomp out the enemies. 



Running in Circles 

Camotaurs tend ta movem 
circles, so once you've figured 
out their pattern, you ein easily 
avoid them Use Zini to run past 
swarms of enemies 



Stomp 'Em Out 

After uncovering Url, put him to 
immediate use His deadly H 
can wipe out predators with one 
swift swipe He will come in 
handy many times 


Prehistoric 

Groundhogs 

Lurking beneath the sand are 
unidentifiable creatures, sneakily 
trymq to harm you When you ses 
dark fines m the ground, don t go 
near them! 




Obstacle Course 

Swinging Vines - Sun will get d serious workout as she 
helps the herd move by jumping from vine to vine 



Hold on Tight 

Conjuring up fond memones of 
Pitfall, Sun will swing from vin^ 
to vine Time your leaps careful¬ 
ly, or you II wind up surrounded 

by Camotaurs 
■ 

Look Before You 
Leap 

Plio has the most important 
responsibility leaping across 
platforms wi thout falling 
Get a running start and press 
A for more difficult jumps 


VOLUME 133 


Usually when you think of a desert, you imagine barren 
wasteland and miles of uninn resting sand. But this desert is 
mote like a jungle, with vines and platforms. 


Platforms - Plto will be just as busy, leaping across plat¬ 
forms to teach the end of each level 


Rescue Potrol 

Head to the upper right and res¬ 
cue the baby dinosaur before 
climbing any of th^ platforms. 
You cannot complete the level 
without saving thodino 
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ta gg Heights 

As the herd moves on, tht challenges become greater and 
the need for teamwork grows. Use Akd-ir to move heavy 
objects and launch lemurs into the air. 



As if falling meteors aren’t enough of a distraction, the herd 
will face collapsing pillars and broken bridges. Once again, to 
succeed, each member must play a role. 


Air Sun 

Rocks & Boulders - Heavy objects will be blocking the road 
to success. Use Aladar to push and pull the obstacles. 


Teeter Totters - Put a dinosaur on one end and a lemur on 



sure to go flying. 


Press the B Button to 
leeve a lemur on one«nd 
of the teeter-totter 
Then use Aladar to jump 
on the other end, sending 
the lemur soaring 


Happy Landing 

After the lemur has 
safely landed several 
yards away, the path to 
the end of the level will 
be clear Cross through 
thepilhrs to move 
Ahead 



Rain, Rain, Go Away 


Dropping Meteors - These obstacles arc identical to the ones 
the herd faced back on Lemur Island. 



Collapsing Pillars - Don't stay in one place for too long. Once 
a ledge collapses, you'll have no way to get back up 


Quick Jumps Zini, Run! 


Heave-ho! 


Pliohasher work cut 
out for her Pillars wilt 
tumble as soon as she 
lands on them, forcing 
her to jump imrredi- 
atofy Keep those fin¬ 
gers moving 


The long, narrow bridge 
will begin to crumble as 
soon as a member of 
the herd walks on it 
Zini is the only one fast 
enough to make it 


When you get to the 
large rock, useEomato 

K sh it down the cliff 
e rock will knock 
over a pillar, which you 
can climb to finish the 
'evd 


Nesting Grounds 


The group has a long way to go before reaching the final 
destination Vicious Veloaraptors fly abow treacherous lava- 
filled rivers, sharp stalactites and stalagmites protrude inside 
dark caves, and new enemies await at the nesting grounds- If all 
members can safely survive until the new eggs arc hatched, the 
mission will be complete ?? 


72 


NINTENDO POWER 
































Visit www B $ib org 
or call 1-300-771 3772 
foi maii info. 




'tt IKUMW7N 9 


tayStotfon 


:w ms?m 

WJtE«ISTiV>TV v JE»M«k!v if #vr$bmiu. .TEBIAWWOrt IHC, 


mew ew*m *?EirrmiW,';NTiF«ww 




PQLRR 5 


v ' 






























Cleaning robots are controlled from terminals in 
the maintenace area When you get close, a mis 
sion specialist will talk to you in your earpiece 


BEAMS 


You may be deep into the mission on rhc 
dataDyne Research: Investigation level 
and feeling optimistic about finishing 
when you discover an obstacle that ruins 
your whole day. a corridor filled with 
lethal laser beams When playing Special 
and Perfect Agent, it’s important nor to ge*c 
ahead of yourself in the labs-- you need to 
clear a path for yourself early in the level 
You can't disable the lasers directly, bur 
you can reprogram the maintenance 
robots to move through the troublesome 
corridor, temporarily disabling the beams 
as they pass through The robots are con¬ 
trolled at two terminals in the downstairs 


maintenance area. Reprogramming the 
robots is a two-step process using both 
terminals After die robots begin their 


cyclt, they'll pass through the beams at 
regular intervals Wait for a robot to move 
through the hall then follow it 


You nay have to wart a few seconds for a robot 
to show up in the area protected hy lasers Stay 
just bchnd it to avoid involuntary laser surgery 


WHAT’S THE BEST WAY TO DESTROY THE HOVERCOPTER 


The hovercopter is die most frustrating 
enemy you'll face while escaping from the 
dataDyne bunding. If you go near a win¬ 
dow, its canon will ventilate you. Don't 
attempt to fight it when you first 


encounter it You and Dr Caroll will be 
vulnerable while on your way to activating 
rhc elevators, so move as fast as you can. 
When you reach the top interior floor, 
you'll find some dataDyne employees put' 


ting together a Rocket Launcher. Take it 
away from them. Shoot out a nearby win¬ 
dow wirh another gun, set the launcher to 
Targeted Rocket function, then fire at the 
hovercoprcr when it appears. 



You II be exposed to the hovercopter s gunfire on 
the roof Blasting it from inside the building 
affords you some cover 


Don't get rattled by the orders thp hovercopter 
pilot keeps barking at you Move quickly through 
areas where you're vulnerable. 


Don t ask why those guys are putting together a 
Rocket Launcher right where you need it most 
Just pick it up end use it. 
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If you've spent: rime wandering around the 
DK Isles, you've probably noticed piles of 
dirt with “DK” written on them The per¬ 
plexing piles are useless to you until the 
Banana Fairy teaches Tiny—along with all 
the other Kangs—how to create a Shock 
Wave The move is accomplished by hold¬ 
ing down the B Button to build up a 
charge then releasing it to send out a 
Shock Wave When you produce a Shock 
Wave on the DK Dirt Piles, they yield 
a coveted Rainbow Com, worth five 
Banana Corns. 



Each pile holds only one Rainbow Coin The multi 
colored currency puts five Banana Coins in the 
bank account of each Kong 


Any Kong can create a Shock Wave on a DK dirt 
pile, but each pile can be slammed only once You 
must see the Banana Fairy to learn the move 


HOW DO I U5E BIDDY’S ROCKETBARREL BDDS 


As we all know, you should carefully read 
the instructions Cranky gives you when- 
ever he awards a Kong with a potion. That 
way you won't get into trouble when you 
need to, say, use Diddys Rocket barrel 
Boost What's that? You accidentally 
skipped over the instructions, and now 
you can't get the darn things to work’ The 
key to operating the gizmo is deciding 
when to fly and when to hover. Don't do 
both at the same time Position yourself by 
hovering then blast forward 



Hold down the 1 Button to make the Rocketbarrel 
Boost hover Hovering will allow you to get your 
bearings before you mov« ahead 


To fly, release the Z Button then press the A 
Button Rocket forward to where you want to go, 
then hit the Z Button again to stop 


HOW DO I REACH THE FLOATING BARREL IN THE AZTEC LOBBY 


Diddy needs to Cfrimpy-Ch.irge the twin 
gongs that bear his likeness in the Angry 
Aztec lobby. A floating barrel will appear 
high above die lobby floor You may think 


doesn't have the vertical leaping ability to 
make che pimp. The jump isn't impossible 
-you're just trying it with the wrong Kong 
Change into Tiny then perform a Ponytail 
Twirl from the platform near the level 


entrance. She'll easily glide across the 
room to the airborne objective Once 
inside the Bonus Barrel, she can play the 
Big Bug Bash* game for a chance to win a 
Golden Banana. 



Once Tiny is free-and Cranky has taught her the 
Ponytail Twirl move-shc can use her long locks 
to fly out to the barrel 


Diddy needs to get up to the barrel, but he 



Sang a gong with Diddy Kona After his Chimpy 
Charge move activates thegongs, his work will 
le done in the Angry Aztec lobby 


Diddy s efforts will oroduce a floating barrel 
There is only one Kong who can maku thP leap, 
and she may still bemceptivty 
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HDW DO I CAPTURE THE CUCCOS BEHIND TALL FENCES 


If you enter Kakanko Village dunng the 
day you’ll encounter a young woman fret 
tmg over her lost Cuccos. You'll be more 
Than happy to help her out by returning 
them to the pen, but some of the birds are 
trapped in seemingly inaccessible areas. 
The three birds m question are behind tal’ 
fences that Link can't climb. Instead, you' 11 
need to fly to the birds using Cucco power. 
Hold one of the Cuccos in your hands 
then leap from an elevated area. Its flap¬ 
ping will allow you to glide to the Cuccos. 



With Cuccd in h**nd, jump from the platform nesr 
the windmill entrance to float down to the bird 
You'll find two Cuccos to capture in the area 


One of the Cuccos is wandenng around behind the 
Poison Shop Link isn't tall enough to climb over 
the fence 


HDW DD I ENTER THE DEATH MOUNTAIN GATE 


The Hyrulian soldier guarding the gate to 
Death Mountain is not going to cake a lit¬ 
tle forest kid seriously unless he's got the 
proper paperwork As with many things in 
life, getting in the door is all about who 
you know If you've already visited 
Princess Zelda at Hyrule Castle, you’ll 
have her handwritten note m your inven¬ 
tory. Assign it to one of the C Buttons 
then show it to the guard Against his bet¬ 
ter judgment, he'll let you in If you don't 
have the note, go to the castle. 



Zelda knows her influence will help you in your 
quest so she II give you a handwritten note to 
show to skeptical Hyrulmns 


The guard at the gate thinks it s nil a big joke, but 
he'll let you in anyway He also asks you to do a 
favor for him while you’re at th& Market 


HDW DO I BET THE BORON BRACELET 


That big boulder blocking Dodongo's Cav¬ 
ern is not going to go away by itself. You 11 
need 10 blow it up with a bomb- -which 
means you'll need the Goron Bracelet so 
you can pick up bombs Said bracelet is in 


the possession of Darunia, the cranky king 
in Goron City. You'll need to play a couple 
of tunes on the ocarina before he'll part 
with the jewelry Zelda's Lullaby will get you 
in the door to his room, and you'll need to 


play Sana's Song 10 change the rock eater's 
attitude. He'll send you on a mission to bat¬ 
tle King Dodongo, hut first he'll equip you 
with the bracelet. It allows you to pluck 
bombs from the Bomb Flowers 



As n token of gratitude, Darunia wifi giw you the 
Goron Bracelet It allows you to pick up and throw 
bombs 


The king needs some music to get his mind off his 
problems Sarias Song-which you les r n in the 
Lost Woods—will do the trick. 


YEELEAH’ 


If you ve seen Ze!dn at Hyrule Castle, you should 
know how to play Zelda's Lullaby The royal tunc 
will open the door to DaruniP s loom. 
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Block breaking is the key to finding the 
secret exit in Story Five of One Noisy Morn¬ 
ing. Stomp through the floor to the left of 
the first big block you encounter then jump 
up a series of platforms Charge through the 
wall on the tight then jump the gaps to keep 
moving right You'll eventually reach two 
stacked blocks Charge and jump to smash 
the top block then Charge into the right 
wall Squat then jump into the opening If 
you Charge through the wall you'll reach 
some steps Roll down them to break some 
blocks in front of the secret exit. 


Time vour jump carefully when Charging into the 
stacked blocks Vbu want to smash the top block 
so you can usp the bottom one as n plat form. 


You need to roll down the steps ju 
secret exit to smash your way through blocks in 
a cramped passageway 


WHERE 15 THE 5ECRE T EXIT IN DROP THE ANCHOR ift 


Story Four on the S.S Teacup has a secret 
exit, and you'll need help from your ene¬ 
mies to reach it From the start, Charge 
through everything to the right until you 
reach a door. Enter the door then stomp 
through some cracked blocks to fall into a 
hole. There is a Punch at the bottom of the 
pit, but you shouldn't destroy it Smash 
the first pillar to the left then pick up the 
Punch and throw it through the remain¬ 
ing pillars. Enter the door beyond the pil¬ 
lars then stomp through the cracked floor 
inside Climb back up, find the stove then 
push the stove into die hole. Jump back 


into the hole then push the stove all the jump through a bole that leads to a skull- 
way to the right. Stand on the stove then faced block, destroy the block to exit. 


You should stun the Punch then repeatedly throw 
it through the pillars blocking your way to a door 
nnn't destroy the Punch until the pillars arc gone 


After pushing the stave against the wall, squat 
then jump through tne narrow opening in the wall 
It leads to the secret exit 



Stick 7 Pick up thu phena and give oar counselors b call. 

Or write to. Couplers' Corner, P.0. Bo* 97033, Redmond, WA 98073 9733 


SOUTH PARK RALLY 

Q: How do I get more continues? 

A Each dollar coin you pick up on the track give3 
you an extra continue. 

Q: How do I unlock more tracks? 

A. An extra track is unlocked when you beet o 
track in Championship Mode. 

Q. How do I unlock hiddea characters? 

A: Try racing with a variety of different 

characters in Championship Mode to unlock 
new characters. 


LOGICAL [BBC] 

Q: How can I tell whidi gsare I've filled? 

A. The gome doesn't tell you. Ybu need to keep 
track of them yourself, 

(L What are the marbles on fop of the screen 

before I start o stage? 

A: They show the number of remaining flies. 

0: How do I know what level I'm on’ 

A. Unless you run e printolf on the Gome Boy 
Primer, the game won't tell you. Instead, k 
frock of your passwords 


to the USA Call: 
1-900-288-0707 

SfiOeSSBHSS 


to Canada _ 

1-900-451-441 


SWESSSSSStf 


icep 


aiSNEY'S TARZAM 

(L Will the game grte me any enntmaes? 

A: No. Gufleet tOfl corns for an oxtio lifo 


Q: What does the percentage next to o stage I'vs 
finished mean? 

A. ft showshow much of the stage you've 
actually completed. 
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Pokemon $to Movie 2000 



There are a lot of reasons to celebrate 
the arrival of the good old summer¬ 
time—vacations, baseball, picnics, bar¬ 
becues, beaches, pools, Pokemon:.. 

Pokemon? We know, Pok&non are great 
in any season, but this summer Poke¬ 
mon the Movie 2000 hits theaters, and 
once it does, things in the Pokemon 

World will never be the same 1 _ ri , , 

. , rrL n c This fantastic floating machine was built to capture 

As the movie The Power oj Qtte-'thc vurvspec ial Pokemon 

main feature-begins, a mysteri¬ 
ous collector, Lawrence HL pilots 
his beautiful yet bizarre airship 
over the very end of the Orange 
Islands, searching for the three 
birds of legend—Moltres, Zap- 
dos and Arliomo. But it's not 
really die three winged creatures 
he's after .Ash and his friends 
Misty and Tracey have already 
squeezed a lot of adventure from 
the Orange Islands, but they're 
not out of )mce yet. At the end of 
the Orange Island clusrer lies the exotic 
Shamoun Island, and as Ash and com¬ 
pany draw closer to the island the 
weather rums violent They make at to 
Shamouti Island, and as they arrive they 
find they're just in time for a mysterious 
celebration Always one to brag. Ash 


some 


somehow manages to mention that hes a 
Pokemon Trainer within minutes of land¬ 
ing on the island, and when the people of 
Shamouti Island hear this, they insist that 
he is the Chosen One. Chosen for what? 
Greatness? Failure A gift certificate to the 
nearest Pokemon Center? You'll have to 
catch the movie to find out. Get ready for 
an amazing revelation this Julywhen Poke¬ 
mon the Movie 2000 flies into theaters 1 




Is this shadowy creature what the collector 
is really after? 


Ash is sent on a quest to capture these glowing balls 



—^7 

- 

V 


Lawrence 111 is obsessed with 

» 


collecting Pokhmon 

05 ^' 


Extremely obsessed.. 

* 

t' 







Pikachu's Rescue Adventure is a 
separate short him playing with 
The Power of One Bonus 1 
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You might be tempted to take your Game Boy with you to pass 
the time as you wait in line to see Pokemon the Movie 2000. 
That’s okay, but maybe you should also do a little Pokechatting 
with other Pokefans when you’re not playing! 


Q; One episode of the Pokemon cartoon 
suggested that Ghost-type Pokemon have 
the advantage over Psychic-types, but when 
1 fought Kadabra with ray Haunter, I lost 
because its attacks were superefFecove Why? 

A- Bt cause you cant believe everything you see 
on TV 7 The show usually gets it nght, but if 
you pay close attention, you II sec plenty of 
matches that seem all wrong at first glance. 
One thing to remember is that we cant read 
the two cartoon Pokemon s stats to see if one 
h is a much higher level than the other, some¬ 
thing the characters on the show seem to U 
able to do. A Itvd-ioo Oddish will outlast a 
levd -8 Charmander easily! In the actual 
game, pure Ghost-types and Psychic-types are 
evenly matched. But the problem is that all 
three Ghost-types in Reel, Blue and Yellow are 
also Poison types, and Psychic-types arc super- 
effective against Poison-Types . Always take 
both of your Pokemons types into account 
when you're battling with or against a dual- 
type Pokemon like Haunter, Zapdos or 
Stannic It can mean the difference between an 
easy win and a crushing defeat 

Q: I heard that there art hidden Pokemon 
tn Pokemon Red. Blue and Yellow. How do 
I get Snubble, Manll and Togepi? 

A: Rent or buy a copy of Pokemon: The First 
Movie Watch Pikachu’s Vacation. Fn-zzr- 
fratm when Mar iff Snubble and Togcpi an on 
the screen You caught im ! As far as wc know, 
there are no hidden Pokemon on Red, Blue and 
Yellow . Manll, Snubble and Togcpi are in 
Pokemon Gold and Silver, and when those pre¬ 
cious Pahs hit our shores,you’ll be able to catch 
those three new Pohhnon^and plenty more 1 

Q: Can you really win enough money on the 
slot machines to buy a Porygon in Celadon 
City 7 No matter how hard I try, I can’t win 
enough money to buy one Is this a trick 7 


Aj Its not a trick, but it will take you a whle 
Each of the slot machines is a bit different, and 
some pay off more often than others Check 
them all out until you figure out which is the 
best After that, it'll take patience, but don't 
wony—you'll get your Porygon. 

Q' I tried to save my items from my Game 
Boy Pokemon Game Pak onto Pokemon 
Stadium so I could start a new game with¬ 
out losing my items. When I started my 
new game I tried to put my stems back and 
it didn’t work. What did I do wrong 7 

A: You tried Lo beat the system. You can save 
Pokemon to the Pokemon Stadium Game Pak 
and download them to any Game Boy Game 
Pah even if you start a new game, but items are 
a different story Each Pokemon game you use 
has a different ID number, and when you start 
a new game, your Game Pah will be assigned a 
different ID number You cm move items only 
up to the Pokemon Stadium Game Pak and 
back to the Pokemon game they originally came 
from. Sony! 

Q: I am playing Pokemon Trading Card 
Game on my Game Boy, and I am learning 
a lot—but I miss trading cards. Gan I trade 
cards m the game 7 

A: It wouldn't be Poktmon Trading Card 
Game if you couldn't trade 1 If you and a 
fmnd both have the Pokimon Trading Card 
Game and a Game Boy Color, you can send 
as many cards as you like to each odicr On 
your respective Game Pahs, walk up to the 
same Club's Gift Center. Talk *o the woman 
behind the counter—she will ask you to select 
the cards you want to send. Press B when 
you're done selecting then choose Sendfrom 
the menu Line up your Game Boys' infi-ared 
ports ami push A to send the cards to your 
friend. You can send deck configurations 
from the Gift Center, too. 
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Welcome Pack! I’m excited to have Pokemon Trading Card Game questions to answer, 
but don’t worry—1 always have time for Pokemon, Pokemon Snap, Pokemon Stadium, 
Pokemon Pinball and Pokemon-related Super Smash Bros, questions. I’m here for you, L, 
and I’m a professional, Pon’t let all my research go to wastel ^ 



A trainer used a Dragonair in the Pika Cup! How did 
he catch one with a low level? 

You'll learn even more about Pokemon when you enter the Sta¬ 
dium, and this is a great example You can't raise a Dratmi to a 
Dragonair that can be used in the Pika Cup, but if you're playing 
Pokemon Yellow, you can find a Dragonair at level 15 when fish* 1 
ing m the Safari Zone, and it is more than welcome m the Pika 
Cup Along those same lines, you may receive an under-level-*0 
Hitmonchnn, Hitmonlee, Omanyte or Kabuto as a gift for fin¬ 
ishing the Gym Leader Castle, and they, too can enter the Pika 
Cup There are a handful of other Pokemon that you can acquire 
m Red, Blue and Yellow that can, under specif circumstances, 
be used m the Pika Cup. Some involve tricky trades—watch this 
space for more information about them’ 





iBf5 Dog use 1 
ISAFAPI BALL 


Fishers Naif 1 sh is one tough cus¬ 
tomer, end it may actually take two 
of your Pokemon to defeat this Pika 
Cup challenger 


If you own Pokemon Yellow, you can 
bring your own Dragonair into the 
competition, which may level the 
playing field 


How do I get Mew in Pokemon Pinball? 

This is actually pretty difficult. Just like in Pokemon 
Red, Blue and Yellow, Mew is special and can't be caught 
the way you catch other Pokemon. Here's the secret: 
Clear the Mcwtwo Bonus Stage at least three times m 
one game, then go to either table on the Indigo Plateau. 
Activate the three Catch 'Em Arrows that appear on the 
right side of the board to activate Catch 'Em Mode Mew 
just might be the Pokemon that appears in Catch 'Em 
Mode—there's a one-in-sixtcen chance the purrfect 
pink Pokemon will pop up. You don't have to hit Mew to 
catch it, you just can't lose your ball during Catch 'Em 
Mode. If you can keep your ball m play. Mew will be 
entered into your Pokedex! 


. 1* 
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What’s the Challenge Hall for? 

It may seem like the Challenge Hall is there for no reason, but 
everything has its sea son in the Pokemon universe, and this 
is no exception Keep checking back at the Hall—eventually, 
a competition that you can join will be under way If you win, 
you'll get a special promotional card! Keep going back even 
after you win once. There are several random Challenge Cup 
matchups with fabulous prizes! 


First, b?nt the Bonus Mcwtwo At long last, rt’s Mew 0 n your 

Stage more than twico in one gome. Pok&mon Pinball PokSdnxi 

What is Card Pop? ! don't get It! 

Card Pop! is a unique way to receive new cards in Pokemon 
Trading Card game Find a friend who has Pokemon TCG and a 
Game Boy Color. Select Card Pop 1 from the first menu that 
comes up when you turn on your Game Boy Line up your Game 
Boy Colors infrared ports and press A. You will each receive a 
randomly selected card out of thin air, and it's not a trade Inci¬ 
dentally, the only way to catch any of the extremely rare Illusion 
Cards is through Card Pop! 
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Oh no! Tbore's nothing happening here Finallyl A Challenge Cup is under way. Pick Card Pop 1 from Tie f rst menu 

Vbu d better come beck Inter. and you can enter before you start □ game 


Ta-da 1 Both players have a brand- 
spankin'-new card to love 
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Aspiring Colosseum trainers take note—we’re 
especially interested in powerful, unique teams 
that don’t feature Mewtwo or Mew, Send 'em in! 

Casey Sheehe of Elko, Georgia, must be the strong, silent type, because the letter we 
received had no taunts, no boasts and no challenges It simply said "Don't make fun of 
my last name, it r s Irish." Oh, Casey—we would never make fun of someone's last name. 
Your first name, however, is up for grabs. Oh, just funning around with you! We don't 
make fun of names, just lame Pokcmon teams. So you're safe! 


Dewgong 



Dewgong might have 
a funny name, but 
few Pokemon laugh 
when it unleashes 
an Aurora Bean’ The Ice 
Beam attack may seem 
like overkif! considering 
that Aurora Baam if also 
an Ice-type attack, but 
Skull Bash is a good all 
purpose attack The kick- ^ 1 ce Beam 
eristhe Rest move, 

which 3lIows Dewgong to recover its HP and 
keep battling long after other Pokcmon would 
call it a night 


♦ Aurora Beam 

♦ Rest 

♦ Skull Bash 


Hypno 



^ Hypnosis 

* Dream Eater 

* Psychic 

* Metronome 


Psychic types are 
almost always bet¬ 
tor off with a lot of 
Psychic mows, and 
this Hypno is a great 
example It wouldn't be a 
Hypno without Hypnosis, 
and Dream Eaterts a logi¬ 
cal addition and s great 
way to take advantage of 
a sleeping foe Psychic :s 
easily the most powerful 
attack any Psychic-typc can wield, and 
Metronome can do a ton of damage under many 
circumstances, even if it is a bit of a gamble. 


Marowak 


Marownk features 
the well-grounded 
Bone Club and 
Bonemerang Again, 
those vary similar 
attacks may seem like 
too much oi a good thing, 



^ Bone Club 
^ Fins Blast 


but this team seems built 
for long journeys within 
the Pokemon Game Pak 
and battles based on 
type, not raw power In 
that case, backup moves a re e great ideal 
Speaking of backup, Seismic Toss and Fire Blast 
alow Marowak to backup Charizard if it has to 


Charizard 


Casey seems to like 
to double-up on 
attacks that match 
th- Pokemon s typo, 
and this Charizara fits that 
profile It has both Fire 
Blast and Flamethrower, 
both of which may bum an 
opponent Itmayseum 
strange to equip a winged 
creature with Dig, but 
Ground-type attacks are a 
natural fit with Fire-types, especially if they're 
facing a tough Eloctric-type Seismic Toss is anoth 
er good utility move that can coma in handy often 



Did 

Fire Blast 
Seismic Toss 
Flamethrower 




Casey didnt muck 
about when putting 
this Muk together! 

Casey usually goes 
the traditional rout* ^ ei,. 
whenplanninpaPokdmon, u » 

but this Muk has a huge o Thunderbolt 
ranee of moves that you 
don’t often see in a 
Poison-type Sludge and 
even Body Slam aren't all 
that unusual for a poison 
ous Poksmon, but Fire Blast will surprise an 
opponent, as will Thunderbolt The potential 
combinations here are fantasticl 


Fins Blast 
Body Slam 


Scyther 








e SeismlcToss 
^ Bonemerang 


ScythersBug-and- 
Flymg type leaves it 
open to both Fire and 
Electric attacks, 
which may be why Casey 
gave it Substitute and the 
utility move. Skull Bosh- 
Slash is just what this 
flying menace needs to 
get a fast attack in, onO 
while we're on the sub¬ 
ject of fast, the Swift 

attack can't br boat when it comes to speed It 
con even hit enemies that ai e underground in the 
middle of a Dig attack on Pok6mon Stadium, 


*3* Swift 
Skull Bash 

♦ Substitute 

* Slash 
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This is the place for sizzling news, and the all-new Pokemon Trading Card Game 
Tour is hot, hot, hot! This Wizards of the Coast-sponsored event is bigger and 
better than ever, and it's coming soon-with any luck to a malt near you. 

Super Trainer SF’iOWfllowh! 

The Pokemon Trading Card Game tour runs 
through July 2, and it combines all the great- 
stuff from the last tour with an exciting new 
Three-Stage Training Arena where you can 
learn how to play the Pokemon Trading 
Card Game or just brush up on your 
training skills Participants will get an 
Oificiai Certified Trainer Certificate ind 
special stamps. The fivt-and-under set can 
enter the Pokemon Fun Zone to learn more 
about Pokemon and Pokemon Trading Card Game, - 
and experienced players just might have a • t|\ ' 

chance to enter the Super Trainer y\oy a 

A* 





ufl 






Showdown Qualifier Tournament 
Senes. Each weekend the winners 
of the tournament (one from 
each age group) win a trip to 
Los Angeles for the Super 
Trainer Showdown, so get 
there early and sign up you 
could be the big winner! 

Play to Win! 
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It’s the Real Deal! 
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POKeMON ENTHUSIASTS! 


Cb«ch this schedule lor an event near yo«l See you on the roodl 




v 


JUNE 3‘4 

EAST RIDGE MALI, SAN JOSE, CA 


JUNE 10-11 

METROCENTER MALI, PHOENIX, AZ 


JUNE 17-1R 

VALLEY VIEW CENTER, DALLAS, TX 


JUNE 24-25 

CROSSROADS MALL, OKLAHOMA CITY, OK 


JULY 1-2 

v 

MALI OF AMERICA, MINNEAPOLIS, MN 



1 iffy. 
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For mors Pokemon news, be sure to check out www.pokemon.coml 
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CARDS 


PACIFIC 
BASEBALL CARD STARTER KIT 

| Makes collecting a snap! ( j 1 


|).s 1-unYcr C tf*. r»clu«d .hove are not BuanvnU*-! lo be the rtnkJ™ 


TRADING CARDS 


MUIIU* 


pW<TT:-*r,C.'«^ nc. 
51 lv' rf. .¥« 

L 51 -TOM M 8 flT ?«-73 


For only $3.95 each, Pacific™ Trading Cards 
delivers everything you need to begin your 
baseball card collection. You get: six (6) 
Pacific-brand baseball cards and an 
attractive 16-page album to store your 
cards. Order now - supply is limited! 

f ^ 0 RDER YOURS TODAY! * 


° Ser 9ood 
while ' 


Su pPlk s 


last! 


3MIPFA OHln il License* W-*PA 

Visit Th* FtMjrms Mole* Vl ihc «*t> *t: * § 1 i , | 1 

vvwwbiglfaguefs.c'mi f £ _ , " _ , ji | e-mail.---—- 

mv Uacuf RwseMI tr^m.rk* ®rvc! o. **h jhto v. VlSlt US OH tllG WGD f age - 

wlft pennon ^ PtYH ^ indents»u*idetheconUucnwllIirilejlSlatw 

^ihe-wc % v^.pacmctraamgcaras.corn . n<*«*-* w «k*foraw 

<ruaorleAOu#h3!«obelVeoa> , i i . , i II 


^ y cs r Send mn_Picific™ Baseball Ctrd Starter Kits x S3 95 ea 

I Total Amount Enclosed_(Check or Money Order only) 

| (WA state residents .idd :• 6\* sales lax) 

| Send to I'acific Trading Cards 

do Patti jo 

I 18424 Hwy 99 

j Lynnwood. WA 9S037-445S 

1 


name 

address 

e-mail. 

age 
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Report Two: Many game publishers wait until the doors open at E3 to announce 
some of their biggest upcoming titles, and this year is no different. We're going to start our 
second round of E3 coverage with all the news that 
was supposed to be embargoed until May 11th. 

Then, we'll take the first in-depth look at Pokemon 
Gold and Silver and cover some of the other 
surprises worthy of headlines in L.A. 


Rare Dinosaurs 

Leave it to Rare to try to upstage every 
major tide at E3 (induing that own mag¬ 
nificent Perfect Dark and Banjo-Tooie titles) 
with a stunning new game that raises the 
quality bar higher than ever before The sur¬ 
prise comes in the form of Dinosaur Planet— 
an N6 \ tour de force that takes two heroes, 
Krystal and Sabre, from their home world 
to the distant Dinosaur Planet m paralle 1 
but separate journeys Along the way, play¬ 
ers will experience rich, cinematic worlds, 
50 or more characters, extensive facial ani¬ 
mations, hours of speech, and intuitive, stt- 
uanon-based controls that arc as easy to 
use during frantic battles as they arc while 
exploring peacefully. One innovation in the 
game is the use of sidekick characters. Kyte, 
a Cloudrunnet Princess, and Tricky, an 
Earthwalker Ptince, are the two dinosaur 
companions who join your quest to save 
the universe from a growing evil. Players 
can control their sidekicks, making them 
dig holes, uncover secrets, retrieve objects, 
distract enemies and play games. Dinosaur 
Planet is Impressive on every level. Its real- 

©2000 Rare Rerewarelopoisa 
trademark of Kara 


time environment fea¬ 
tures day and night 
sequences and varying 
weather conditions. You'll 
meet friends, enemies and 
giant boss characters. All of 
this, plus an evocative 
soundtrack, has been packed 
into a 512-Megabit Game Pak. 

It's such an advanced game that 
you’ll need the Expansion Pak to 
run it on the N64. So, the only 
remaining question is, When can 
you play Dinosaur Planer for your¬ 
self? Bare hopes to finish it by the 
end of the year 











S3 l®¥©Satieiss 

Dinosaur Planet wasn't the only game kept 
under vmps until the opening of E3 Lots 
of other publishers held back word on their 
biggest titles. Now, for the first time in 
print, we can reveal the full scope of this 
year's bonanza of N64 and Game Boy 
Color games. 

An N64 Snack 

Canine sleuth Scooby-Doo and the gang arc 
headed to the N64 this year in an adven¬ 
ture game from THQ, that recreates three 
classic episodes of Scooby-Doo, Where Arc 
You .and introduces a never-bc fore-seen 
adventure Scooby, Shaggy, Fred, Daphne 
and Velma will explore more than a dozen 


areas in each spooky episode, 
hunting for clues that will bring 
villains such as the Witch Doctor, 

The Black Knight and The Snow 
Ghost to justice. Fans of the TV 
show Will recognize the voices and 
musk from the original cartoon 
Scooby-Doo will be with you this 
fall, and there's going to be a Game 
Boy Color Scooby-Doo, too THQ 
also plans to announce* its next 
wrestling title, WWFArmageddon for N64. action, adventure and role-playing and 

reintroduce one of the most veneraole 
Capcom Goes Zero to 64 video game heroes of all time Also due to 

The rumor mill has been talking about be released this fall, Mega Man 64 is not a 
Resident Evil Ztro for some time, but no one game you’ 11 want to miss, 
had the word on Mega Man 64 until 
Nintendo Power reported it last month. At 
E3, Capcom will have showcased both of 
these N64 games. The N64-exclusive 
Resident Evil Zero takes place prior to the 
first RE game, putting players into the dual 
roles of Rebecca Chambers, a member of 
the elite STARS, team, and Billy Coen, an 
ex-navy officer. With stunning (and 
extremely mature) graphics and horror- 
filled action, the 512'Megabit Game Pak 
reveals hidden secrets behind the tragedy of 
Raccoon City. A specif enhancement to the 
Real-Time Zap System of RE Ztro allows 
players to switch between the two charac¬ 
ters at any time The haunting shornd begin 
this fell. Capcom's second N64 offering— 

Mega Man 64—is a 3-D version of Mega 
Man Legends with enhancements such as 
analog control, smoother graphics, Rumble 
Pak compatibility, redesigned enemy place¬ 
ment and a redesigned play field for tighter 
game play. It will feature a unique blend of 
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All That Is Gold 


For millions and millions of Pokemon 
trainers and collectors, the biggest event of 
the year 2000 will he the arrival of the two 
new versions of their favorite game this fall 
E3 will be the kickoff for the first wave of 
Pokelnfb in North America, -and this article 
Is, the first printed account of many of the 
new features. 


Pok6mon's Progress 

The Second Coming of Pokemon features 
new Gym Leaders to challenge as you 
explore an expanded universe full of famil¬ 
iar and previously unknown Pokemon 



Those new Pokemon arc bound to stir 
up more excitement among Pokemon 
fans than any other feature of Gold 
nnd Silver. Trainers will 
discover all sorts of new 
Pokemon forms, Poke¬ 
mon with male and 
female genders and even 
two entirely new types of 
Pokemon—Dark and 

Steel. The inclusion of 
genders makes it possible 
for trainers to breed 
infants from parents of 
many kinds of Pokemon 
If the trainer takes the 
appropriate steps, an egg 
will hatch and an early 
form of the Pokemon will 
be born. And familiar 
Pokemon in Gold and Sil¬ 
ver may be able to evolve 
beyond the final cvolu- 


Some of the game clc 
ments we've mentioned 
already help blur the line 
between our world and the 
world of Pokemon, but 
one of the most effective 
means of creating a real 
world in G & S is by using 
real time. These games use 
internal, 24-hour clocks to 
keep track of the time. In 
Gold and Silver, the time 
of day and even the day of 
the week may play a role, 
determining what you may 
or may not do. It all begins 
trainer sets out on his or her 


The Gold and Silver versions 
of Pokemon expand every- 
fii 


thing from the first three 
games Beginning trainers 
will even choose frexn three 
new Pok&mon 



sh—sh— 




It I.rn'ki UAW* 

? atratr asftfco. 


•ions found in the Bed, Blue and Yellow ver- when a 
sions Even Pokemon behavior becomes adventure. Early on. a character in the 
more complex m the new game. For game asks you to enter the time and day of 

instance, some Pokemon the week, and from that point on, the game 

B may appear only at certain will keep time. How does this affect play? 

times of the day Well, suppose you’re trying to catch a Poke¬ 

mon that appears only at night. You'll have 
Time for Pokemon to wait until it's actually a nighttime hour 
One of the goals of the before you’ll be able to find that Poke- 
Gold and Silver develop- mon. Here’s another example You might 
ment team was ro make the need to take a boat or tram to reach a 
world of Pokemon more new area, hut it leaves only a particular 
realistic than ever before day of the week. If you miss that day. 


O • 7m 
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Pokiimon 1 rem the earlier games appear m the 
Gold and Silver versions, and they may nave 
new attacks 


Johto, the new region that you II expire,is filled 
ictors and nave 


with new characters and adventures. 


8<n NINTENDO POWER 






























































































OKeMON 


h«k$itfl jn li m tfi* G ilrf uti Silver tui¬ 
tions will htvt b t«n rsvt 2lnd Smral 
fliose Pokbir *i, such m Tog and 

■ m ait ii a” ■ 


Wr rill, had ktun ravaaltd tariitr. As wt 
draw closar to th r i release data of tba 
Gold and Silver versions this October, 
Ninten ie Pawar will ameimci the iffh 
«ial names and numbers of tfieramainin* 
Tokimon. You'll nttict that the Pokbmo 
aumbers have keen reassigned for GoU 
’ant 1 Silver. Shown in parentheses are tbr 
jumh irs of the Pekbmen based on the 
vrigmal ^amee. 


In battles, you’ll see a level meter beneath the HP 
meter showing how close you arc to the next 
step up 


you'll have to wait up to a week in real 
time Time waits for no Pokfcmon 

Building on Success 

We've touched on just a few of the cool fea¬ 
tures of Gold and Silver, but there's so much 
more in these games that it could take vol¬ 
umes to describe all of them. Even so, we 
can't help mention a few more The 
PokeGcar that you get from your mom 
includes four very cool devices a clock, a 
phone, a radio and a map. You' H receive calls 
on the cell phone from your mom and other 
characters, such as Professor Elm. You can 
even use call blocking if someone (other 
than your mom) is making annoying calls 
The radio tunes in different stations where 


you can get infor¬ 
mation or just play 
music. Some songs may 
actually attract or repel Pokcmon in the 
wild You'll also have a new backpack with 
pockets for storing different types of items, 
which makes it easier to locate just the nghc 
thing There arc also new types of Poke 
Balls Perhaps the most important piece of 
information is that trainers can transfer 


lM|i« 

Slowkmg 

fcleknl 

Ledybu 

Hoothout 

Merill 

Togepi 

Bellassom 

Donphen 

nubhufl 


At the beginning of the Silver Version is a show¬ 
case of tiie games color It features Lugia grace¬ 
fully flying over the ocean 


their prized Pokemon from the first genera¬ 
tion of games to Gold and Silver. Red, Blue 
and Yellow were brilliant introductions to 
the Pokcmon universe, but the newer, bigger 
worlds of the Gold and Silver versions will 
astound and delight players m ways that 
they won't expect. Red, Blue and Yellow were 
brilliant introductions to the Pokemon uni¬ 
verse, but the newer, bigger worlds of the 
Gold and Silver versions will astound and 
delight players in ways that they won't 
expect. The clock is ticking toward 
Octber a 6 th- 

Me 1 / \ 
























































EBMASTER 


Before the Internet appeared 01 the 
scene the master of thewfihwasa 
superhero nemad SptderMsm Now, the 
sticky-handed crime fftgkler is headad 
" the N64 thaake to Activision Tke 
same develop ■■ nt teem that rocked o* 
wortd with f ony Hawk's Pro Skater is 
back at it ageia, living players the alii 
ty ta use moves such as wall atingiag, 
wall crawling and Spider Sense. Spuk 
Mao is o 3-D actna gome that couples 
figktmi action with p** Ha-solving 
strategy »famous ^ew York City 
locations such es Time Square. 


Army Men: Sargc's Heroes 2 


Army Men- Sarga’s Harass 2 


NINTENDO POWER 


13 Extras 

You never know what you're going to ' G nd at 
T*3, bul wt expect that some of the best games 
may not be the biggest names. The following 
tides are some of our dark horse picks. The 
first E3 surprise comes from NewKidCo, a 
company that has concentrated on edutain¬ 
ment titles It seems that schools out for E3, 
because Tom & Jerry for the N64 is a comic 
brawler full of interactive objects that the cat, 
mouse and other T and J characters use to 
beat the stuffing our of each other. Players 
can grab and thtow everything from flower 
vases to bottles of milk that appear in the 3- 
D arenas. With a great musical scote that 
sounds as if it was lifted directly from the 


cartoons, Tom and Jerry is one game 
you're sure to hear more about 

Full Plastic Jacket 

The 3DO Company is back on the 
warpath Aftct having introduced Air 
Attack at E3, the Green army men com¬ 
pany will also have lifted the curtain on 
the second Sargc's Hero game for the 
N 64. Amy Mem Surge's Heroes 2 takes 
place in a toy store, among 17 other 
locales. This time around, players will 
make use of Sarge's entire squad as they 
seek to crush the Tan army threat. With 
improved graphics, tighter play control 
and more variety in the missions and 
multiplayer modes, Army Men 2 
looks like another major hit for 3DO 


A Major Rush 

Some things never change, like every¬ 
one's constitutional right to race 
through cities at unbelievable speeds, 
fly over obstacles m winged cars, 
explore every alley and ramp to find 
improbable shortcuts and do all this 
in multiple settings with as many as 
four drivers competing at one time The 
concept may he old, but the potential is 
pure gold and Rush 2049 will prove its 
worth when its launched by Midway this 
September for the N64. The high-res 
graphics made possible by the Expan¬ 
sion Pik wont hurt the sales effort, but 
the teal rush will come from speed and 
variety, and this futuristic racer has it all 
If that's not enough, Midway also plans 
a fall release of the stylish Cnus’n Exotica, 
featuring fantasy locations and cats 





















Wi'Vi it. sed ties disbar i t epic-centered p-iiblishe* 
ivir tfic fast several years, but the new Enix hi* t 
wonderful— an 1 welcome— present for all 111*6 fans 
Drag in Warrior It II are coming to Gama Buy Color 
this fall as a single Gama Pak containing tw 
games. Not only can yau raliva the games that inim* 
diced North Americans to Jn t ianese-styie IPGs, 
IhU you M gel new emouw scenes, luo Some ul flit- 
names have been changed to save on memory 
space, but the rest of these sprawling teles remain 
intact The Dregonlortf awakes! 
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Beium ot the Ninja 


file World! in Your Hands 


grames Loomy Tunes Collector. Attack! this fell, 
Wacky Races this summer, then Test Drive 
Cycle , 7 l*st Dnve m Le Marts, Xtrcmc Sports and a 
handheld version of the PC hit, Alone in the 
Dark Activisions lineup includes two X-Men 
games, Mat Hoffmans BMX, Disney/Pixars 
Buzz hghtyear's Space Command, and Spider 
Man Kemco is offenng up Tweeties High Fly in 


Although Game Boy Color doesn't get many of 
the spotlights at E3, the little console with the 
huge user base is going to outshine many of the 
next-gen offerings Pokemon is just the begin¬ 
ning for Game Boy Color At Nintendo and 
publishers around the world, GBC develop¬ 
ment is hotter than ever More Game Boy tides 
will have been shown at this E3 than ever 
be fore, including a mtx of new games and ports 
from earlier systems such as tht NES We ve 
already talked about hot Nintendo titles such 
as Perfect Dark, Warloched and Qystahs, so now 
it's tune to introduce some Game Boy Color 
stars from other publishers 

License to Thrill 

So many licenses and so little time to develop 
them all Publishers such as Ubi Soft, THQ, 

Infogramcs and Activision have so many Game 
Boy Color tides on their lists that it boggles the 
mind In addition to the Disney Interactive titles 
from Ubi Soft mentioned last month, the Big U 
plans on releasing Walt Disney's The Jungle Book, 

Inspector Gadget, Disney's Aladdin, Disney's Donald 
Duck, Ammorphs, Toonsylvania and VIP Wh^n the 
show opens, THQ will announce Game Boy 
Color titles Tht Simpsons, Aliens, Bujfy the Vampire 
Shyer, Rugmts m Paris, WWF,\ MTV Sports. Skate¬ 
boarding, Croc 2, MTV Sports Snowboarding 2, 

NASCAR 2000, NBA Live 2000 and Power 

Rangers Lightspeed Rescue. Take a deep breath, Adventure, Daikatana Adventure and Territory, 
then look at the upcoming releases from Info- which is an explosive puzzle game based on 

Charlie Blast 
for the N64 
Midway is 
slating the 
following 
Game Boy 
Color rides 
for 2000: 
3 Gauntlet 
Legends, Blitz 


20O], San Francisco Rush and Ready 2 Rumble 2. 
And to wrap things up, 3DO has Army Men 2, a 
collection of games called Gabs of Games, and 
new RPG called Crusaders of Might IP Magic, 
whith will follow in the footsteps of Heroes of 
Might & Magic We also expect that 3DO will 
have announced a softball game endorsed by 
slugger Sammy Sosa Natsume will have made 
headlines, as well, by showing Return of the Ninja, 
whith has !ts roots in the classic Ninja Gulden 
senes from Tecmo Natsume was the developer 
of the senes ?? 


We ran out of space, but entailer this. J»rt me Game 
Boy Odor pvllishar is planning on releasing 40 games in 
the next year, tf you think that's a full slate, wait until y» 
set what wi hive for yeu next me nth when your 
Nintendo Bower nperters return from E 3 with all the 
breaking news and the fatal ward from the big eveat 
itself ials Angelas 
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W 02000 UbiSoft Entsi r^mm-nt 
md©2000 Drc-mWorksLl C 
©2000 Ugh! *nd Slndow Production 


Based on the animoted feature film 
of the same name, Gold and Glory: 
The Road to El Dorado for Game Boy 
Color chronicles the adventures of 
Tulio and Miguel as they seek 
l fortune ond fame in the New World 
I DreamWorks and UbiSoft 

Entertainment have combined 
■ forces to produce an action Pak 
\ f for novice explorers, and it 
I shows o lot of polish. 


EVERYONE 
















Items 


Each flask refills one 
circle on your life meter 
There are a total of five 
circles on your meter, 
butyoubwgm the rjnrnp 
withonly throe of 
them filled 


Each com adds five 
points to your score, 
and you earn one extra 
life for every 1,D00 
points Passwordssave 
your number of lives but 
not your item count 


You have a choice 
between using your 
sword and throwing 
goody bags to defeat 
enemies Press Select 
to switch weapons, 
and press B to attack 


E\\n grvit explorers need maps and directions, and We'te here 
with a complete travelogue of thv journey from your home in 
Spain to the gilded pyramids of the legendary golden city Wcve 


numbered and named each stage for you, and as you progress 
dirough the game, you 11 receive a password after each boss 
stage and after Stages 8, 12. and 19 











Bouncing Bull 


The bulls look fear¬ 
some, but you can 
send them packing 
with one hit If you're 
careful, you can also 
jump over them and 
bounce off their 
backs harmlessly 


3, A Bull Roaming Free 


As Tulio, you must outrun a m,id bull This stage scrolls more than a few steps ahead of el toro When the stage begins, 
automatically, and no matter how fast you run, you'll never be run to the left One rmsstep will end the race. 

Sand bogs Don't Fence Me In 


You must leap aw 
the hay bales, while 
the bull can just bar¬ 
rel on through them 
The flying debris 
wont hurt you but 
they are 0 distraction 


You can run under 
some of the sand¬ 
bags, but others are 
too low to the 
ground Press Down 
on the Control Pnd to 
do a little tuck and 
roil maneuver 


Fences are also 
strewn along the path 
Short hops are often 
better than long leaps 
A bio jump may slam 
you into the next 
obstacle and slow you 
down 


Your first priority is to gather the pieces of the map to El 
Dorado You’ll find one piec^ m each of the first six regular 

Heod in the Clouds 

With or without sil¬ 
ver linings, some of 
the; clouds canactu 
ally support your 
weight Jump from 
the rooftops to 
reach hags, coins 
and flasks 


stages In this first stage, you 11 have to battle past pirates, wild 
bulls and venomous snakes to claim your prize 

Check All Doors 

! in front of tt mid press 


If you take advantage of the many canopies, balconies, stage nigh above ground There are Items on the ground level, 
windowsills and rooftops, you can actua lly cross most of this of course, but the pickings are much richer up above. 

Spring into Action “ “ 


Some of the vendors 
in the markFtplacu 
hold a grudge against 
you You can either 
fight them or bounce 
off their heads to 
reach higher ground 


Bewore up There 


Jump off thb 
canopies to reach 
windowsills and bal¬ 
conies Thu balconies 
hold items that you 
can't reach from the 
ground floor 


The rooftops are 
havens of scum and 
villainy Besides 
pirates and soldiers, 
you'll also find snakes 
that will leap out of 
goody bags when you 
approach. 


































Sailor m 

This surly swab is bent on cutting 
Y your tnp short He'll throw knives and 
roll barrels at you, but you'll be relatively 
safe if you stay over on the left side. 


Spiders make their cLhui in this seafaring stage If they see you, they'll leap to the 
attack, kgs flailing Pirates, snak-s and rats round our the roster of villains 

Crow's Nest 


Ahoy! 


Save your goody baqs 
for battling bosses like 
this Dodge the knives 
or jump over the bar¬ 
rels. and then jump up 
and throw bags at his 
head 


There's also a 
wealth of boo ty up 
in the rigging You II 
have to jump 
between the masts 
and do some heavy 
climbing to reach 
some of the items 


You begin m the 
ship’s hold Make 
your way to the 
deck, around the 
masts and back into 
the. hold Check all 
hatches for valuable 
items 


foliage Some ore light and some arc. dark, and the y con be tough 
to pick our from the rest of the background 


The New World holds m w dangers, like boars, parrots and rock- 
throwing monkeys The doors aren't really doors, but gaps m the 

Boa the Birds Leaf Crossing 


The upper route is faster but 
loss lucrative Use vines and 
leaves (look above the highest 
treasure room) to explore. 


Jump up and throw the bag to 
knock out the birds when 
they re still at a distance 


pica, of the. map Be careful when jumping inro areas you can't 
slc— tht. ground is peppered with sharp stake s 

rjraet Into the Dork 


Blue apes and golden scorpions arc. just two of the hazards you 11 
face in the jungle before heading underground to End another 

Hand over Hand Stay on 


Another piece of the 
map is hiddt n under¬ 
ground Drop down the 
first crevice and hold 
Left to find a ledge 
with a health flask and 
other items 


When jumping from 
leaf to leaf, you must 
come straight down 
on top of your target 
to avoid sliding off 
The leaves are a bit 
more slippery than 
you dexpect 


The ropes and vinos 
are convenient 
modes of travel, but 
they don't put you 
out of reach of some 
enemies and you 
can't fight back 
while climbing 


With the map complete, you can set out 
for El Dorado in earnest Your trusty 
steed will speed you on your way 

Run Like the Wind 

X ^ i Your horse is enthusiastic but 

I none too smait barreling 
i headlong into danger Press 
Down to duck below swoop 
I i mg parrots, and press A to 

il avoid sharp cacti 


in the tall grass, ready to pounce 
to avoid landing on or near a foe 

Later, Gotor 

- v— ■ — 

i he alligators 

? * are too low to 

X 1 the ground to hit 


Diving for Dollors 

* You won't need 
W I scuba equipment to 

retrieve the treas- 

.ures in the under- 

water p asS nges, 
but you will need to 
I watch out for 
patrolling piranhas 


with bags You’ll 
have to whip out 
your sword and 
hike care of 
them up close 
and personal 


7 , Ths Swamps 





































































What you don t know 
(or see) cm hurt you 
Lnrg*. rocks may con- 
ctalsomeoiemies, 
and the steep slopes 
may make it difficult to 
attacker avoid others 


9*The Big Slide 


Reconstructing the map was only the first step m youx quest starting m this cave Before you look for your partner, search a 
The next step is blazing a trail through treacherous territory, waterfall to find a secret rpom.and four healthibsks. 

Hit the Slopes TapDallor Hidden Dongers 


Its tempting to just 
slide down the long 
slopes, but you may 
rurun to enemies or 
razor-sharp stalag 
mites Press A to 
stop a slide and leap 
to your feet 


Look for high ledges 
that may hold items 
The slide won't help 
you reach this one 
Jump from the rocks 
just to the left of 
the slide 


10.The Eagle's Beak 


The eagle token you re looking for is actually very neu* the start¬ 
ing point, but take the time to stock up on items The mam path 


Lads down to the right, loops around the cave and brings you 
back co the intersection leading to the token. 


Hot Feet 


Going Batty 


Besides clambering 
over pools of molten 
rock, you II also have 
to dodge lava foun¬ 
tains that spew 
unexpectedly in your 
path Hot hot, hotf 


Bats will make dive- 
bombing runs as you 
climb up the ropes 
Leap over them or 
drop down to 2 lower 

a cto avoid them 
ere's Batman 
when you need him? 


To reach the eagle 
token quickly from thv 
starting point, go 
down the slope and 
turn left at theirs? 
intersection Follow 
the pa + h and search 
the high ledges 


11, Around ihe City 


The coins will show you 
where to leap between the 
vines Start a Iittlehigh or 
you may miss the next vine 
and fall 


12. The City 


At the start, drop down to 
th* safety line and follow it 
to a clearing beneath a 
tree. Drop mto the pit for a 
shortcut 


Your partner is waiting for 
you at the red door (it looks 
like flames) in the waterfall 
area at the bottom naht 


For once, you stare on the right and make your way kft, rather so far makes a return appearance here, and you can hardly go 
than vtce-versa. Nearly every jungle enemy you’ve encountered more than a few steps before you run in to something. 

Action _ Crane Crash Pyram id 

Dnce again yourpart- 
illb 


Before jumping over 
this Venus Flytrap, 
throw a bag at the 
frog on the far side 
Then it will be safe 
to make- the l eap 


The cranes (they took 
moreliko pink flamin¬ 
gos) pose little 
threat Instead of 
fighting, bounce off 
their backs to collect 
hard-to-reach items 


ner will be waiting for 
you at the top of a 

E nrnmid Tie room to 
s left holds some 
hard-oamed treasure 


A new environment means new enemies, including jaguars and Venus flytraps At 
the start, use the vines to bypass the man-eating plants below A safety line is strung 
below you at the beginning, but you’ll be wo Hang without a net soon enough 


GOLD AND GLORY: a 00B 













































As always, check everj 
light or dark area for hid 
den doors One of the 
doors leads to tfv- ntxt 
part of the stage 




Look for a bluL block at the 
bottom of the romp It looks 
like part of the background 
but it's a moving phtform. 


Climb up n rope nuar the 
starting point Thep^th 
will load you in a circle, 
but you’ I! find treasure. 


\bu'II be fine as long ns the 
giant doesn't land on you 
when he jumps around 
With a bit of luck you can 
bounce along with him and 
never touch th“ ground 


13* Hie Temple 


The Temple is one of the toughest stages m chi gam-, so trur, grounds. Azuc wamors and scone spitting birds-that offrn hit 
mainly because chert are few health flasks co be found on its you from off screen—just compound your problems. 

Crows Tough Turtle Health Wise 


Climb this ladder 
quickly nnd throw a 
bag at the crow If 
you re below the 
bird, ft will bomb you 
with rocks 


It actually takes two 
hits to knock out a 
turtle Hit it once, 
wait for it to stop 
flashing, then hrt it a 
second time 


Grab what treasure you 
can, but you may want to 
bypass some of the 
tougher areas What you 
miss n coins and bags you 
make up m extra lives 


14 The Priest 


An Aztac priest has rallied his forces against you, and besides the regular spear- 
widdmg warriors, you must connnd with soldiers armed with skngs 

Spin Doctors Timing 


Once the soldiers 
la loose with their 
si ngs you'll be in a 
world of hurt Try 
to defeat them 
before they wind 
up to throw 


At the top of a lad¬ 
der there is 3 split 
second delay 
before you c a n 
attack or dodg° 
Time your climbs so 
you don't leave 
yourself open 


15. £1 forado 


Youvc finally reached the aty of gold, bur there arc still many obstacles 
to overcome Explore the area thoroughly What looks like a solid wall in 
your path may actually b«. m die foreground, and you'll be able to walk 
behind it to find items 


Rood 


Blue Block 


New Maze 


- Giant 


We don't know what Marv Albert would say, 
. but to win, you must jump on the giants 
head and toss bags through the 
we wouldn't do for a pair of Air Jordans! 


IS. ^eKing 


No, it’s not Elvis but the mighty King of El Dorado, the "gilded man" for whom th< 
aty of gold is named. Like it or not, your fate is in his royal hands 1 

Rock On Optical Illusions 


Avoiding the spears 
blanketing the floor, 
leap from block to 
block to clear the 
first area Press 
Down while standing 
on a block to see 
what's below 


At the top of on^ of 
the ladders what 
looks like a wall isnt 
one Jump to the 
nghtto find treasure. 
Look for doors half- 
hiddenin shadows. 


Cougar 

When this am* kitty lunger at you, try to 
jump on its back and bounce there until >’ 
it tetreats You'll likely take a hit. Avoid- J M 


mg all damage is tough 


It cpn t move white it's 
flashing Th* timing is 
difficult, but try to hit 
its head just as its 
recovering from the 
previous strike 




























































The Slope 




Later in the stage, the 
steep slopes will hinder 
youaqam but you may b. 
able to tag the bats with 
bags 


From the too of the first 
slope go left and drop 
down the hole Go down 
the slope and jump to the 
IJt 


You won't be able to hit 
the armadillos before they 
hit you Its better to jump 
over them rather than 
fight 


You 11 need all your spelunking skills to emerge from the platform—-unless you wp.nt to d 
Grottoes olive Ai the start, don't drop off the end of the Take a running leap to the ngh 

Swing, Baby, Yeah! Hang Back 

Inch ahead slowly 
when you see a bat 
Ifyoumovein close 
but stay above it, it 
may flit away and 
not bother you 


The cascade of water 
at the bottom of the 
grotto conceals an 
enemy soldier as wet 
as a treasure room 
door Time to stock jpl 


Some of the ropus 
'‘re tied off close to 
sharp stalagmites 
Rather than drop 
off, you may haw 
to jump to safety 




Soldiers, snakes and crabs are the final obstacles between you 
and untold riches. Leap over the crabs on the slopes if you can 
and use bags against the soldiers on the landings. 

More Platforms Eye an the Prize 

In the final 
traasure 
room, the 
snakes are 
hard to see 
among all the 


The toughest parr of the stage may be the very beginning You 
must make several tough leaps, one onto a platform with a bag 
coni lining a snakv and two off the heads of enemy solditrs* 

Soldier Removal Gald Platforms 

As before., try 
to fall straight 
down on a 
block and not 
land at an 
angle 


Beceroful not 
to slide off 
the platforms 
--specially 
when they're 
movinq 


If a soldfar 
patrols a 
block, knock 
him off by 
throwing a bag 
at him before 
you jump 




Now that you’ve uncovered nches beyond your wildest 

dreams, you may wonder what challenges are left to 

you. As an added bonus, there's an UbiSoft v 

Key icon hidden m Stage 4 Once you rind 

the key, you can unlock a secret stage by ^ ^ 

lining up your infrared port with a y 

friend's and using the Ubi Key 

option on the main menu. I /^1L 

Both players must 

have the key for the 


Your archnval, Cortes, wants to steal all the 
gold for his own evil ends If that's what 
wealth does, maybe you don’t need it after alT 


Cortes has two vulnera¬ 
ble spots his head and his 
stomach His stomach is 
easier to h:t but your 
timing and aim must still 
be perfect 


1? s The Grottoes I 


20. The Treasure 
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6010 AND GLORY* SHUr 
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Vfel wiwesrb or g 
or call 1W771-3772 
for more info 
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AIR COMBAT » 

A SOLDIER S 
CALL TO DUTY 




S ARMY M15N IS 

AIR COMBAT 


aifiMYHRIV'iS 

AIR COMBAT 



The ONLY 4-player helicopter 
action on the Nintendo p 64 system. 


3D0 

www.annymEn.coni 
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YOUR VOTE 
COUNTS 

VOU CAN'T WIN IF YOU 
DON'T SEND IT IN! 

FILL OUT THE CA.<D AND 
SEND IT IN! WE'LL TALLY 
YOUR VOTE FOR THE POWEK 
CHALTS AND ENTER YOU 
IN THE CONTEST! 

OFFiCULCONTEST RULES 
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Be they good or evil, nil warriors follow common ways of combat. Armies .me raised. PiaKjtre formed-The fin 
of battle are drawn. In the end, there is only victory or defeat. Consider the case ofWarlo^fcJ: the epic J 

trial of real-time strategic combat on Game Boy Color. The battle planners at Bits and Nintendo offer die- JK 
chance to enter the ultimate battle of man versusmonstej—ficom both sides of theconflict. Lead brave knights 
and elves against a terrifying army of dangerous beasts, or destroy the human wealdin gs with truthless artrty & 
of cieatures.Whichever side is chosen, a warlord will need morethan mere strength to sec him through. Magic 

is might in the mystical ^3 C - ftjZsSAj' 'A 

realm of Warlocked. ^ J-* 1 

Wizards and Dragons 1 . * I ' fh* /■ ■" * J| 

will play no small role in | a- *v ; | V 

conquests. The greatest CRN iflC 1 j*, 

weapon in a warlord’s j jjSK/lmf fL M , ^ jjj' i 

arsenal, however, is his J Jt mJi&sSjzl I 

mind. C jt, 
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Warlords for the forces of good muse rely on the bravery and 
resourcefulness of their troops Azarel, the lender of the 
human and elf forces, needs to protect her casdc in the 
frozen north from marauding monsters. The good guys 


know they will find no mercy at the hands of ihe B 
and each soldier is ready to make the ultimate sacril 
reach my objective Missions range from simple res 
building to thrilling escapes from «nemy strongholds 


The Grunts arc the backbone of the human 
forces. Though defenseless on their own, these 
pick-wielding workers provide the lifeblood 
of the army: fuel and gold Under the right 
circumstances, they are more valuable in battle 
than their heavily armed comrades. 


Knights and Elves may b-_ weaker than th 
counterparts, but proper le .dership will hJp th. 


'-t-tit yx at UlLXifUjJ WILL Ilcip Ul€m WMl 

barJ^ If a warlord builds up enough resources., he c-a n 
easily replace warriors lost m battle A lender should 
not shnnk from sending troops to their doom 


Environmental protests aside 
clear-cutting forests is the 
best way to build up fuel for 
the war effort Only Grunts 
can do the heavy fitting 


Grunts can use their heads 
and picks—to get out of 
seemingly hopeless situa¬ 
tions Enemy traps can be 
used to ensnare foes 


Armor plated Knights can 
endure repeated attacks, 
but they must fight their 
enemius face to face. They 
arc the most valuable fight¬ 
ers and the most expensive. 


Elves are skilled with long¬ 
bows, but theirfack of 
armor makes them vulnera 
bit to attack A clever war¬ 
lord may I md protected 
positions for Them 


' 5 ”• "iy ^ 7 xfam “ 

Just ns a civilization is often judged by ih t kind of 
structures it leaves behind, n warlord can achievv 
greatness through the construction of the proper 
buildings. A balance of farms, towers and garrisons 
allows for the creation of a formidable armv 


When left to their own devices, Wizards may 
consider themselves neutral in the battle of good 
versus evil. Their neutrality will disappear if an 
enterprising warlord sends his forces to rescue- 
the sages when they are captured by the enemy. 


Don't ignore the plaintive 
cries of capturaa Wizards 
The risks a warlord takes in 
rescuing them will gamer a 
powerful magical ally 


The Beasts may not even 
know what hit them when .1 
Wizard strikes These sages 
can return to the protection 
of their temples when they 
are not needed 


Grunts can b c pul fed away 
from their other duties to build 
structures. A warlord should 
build enough farms and gar 
risons to sustain his forces 


Stono towers can built on 
the battlefield so warlords 
can assault enemy struc¬ 
tures Tb^ towers also can 
defend bases while warriors 
ar« sen t to attack the enemy 














































Wnrviiif*aioih««tfil 
counterparts to Azarefe 
knights They ore the 
Strong** and toughest 
fighter* on the bottkffMh 
mid the dumbest 


Skeleton aruhei* are 
already dead, so they should 
be able te withstand arty 
attach O&fqrUmetely, their 
frail bones can shatter into 
dust in combat conditions. 


Wicked wizards 

Wizards are the most reliable of Zogs supernatural 
allies—it's hard to put one’s trust in giant spiders—so 
warlords should take care to keep the sorcerers 


Some Wizerds ere 
well suited to combat 
Others are bettor 
suited for property 
destruction. 


e evil temples 
'It from bone end 
rope may not seem 
»ssolid as Azerel's, 
ut they produce 
’>» same potent 
• adre of sorceteis. 


Warlords can put Goblins 
to work In stone quarries 
end mines, hut they should 
remember that breie-dead 
laborers often forget whet 
they ore doing 


Goblins can be trusted only 
with simple constructs 
□rejects, such es the fight¬ 
ing pite end cornon tents 
needed tc maintain on 
army of beests. 


ealthy. They are not expendable like the common 
r +ots ne throws into the maw of combat. , 


If bridges need rupturing, 
the shiftless Goblins sud¬ 
denly become very usclul. 
It's always smart for o 
warlord to keep e few ef 
the creatures eround 


an 































Wifh W^rlocked, inn's 


to as many 


but had the 


usi qg special characters,’ Katan says.Vfe also 

• § \ ■ % 4 

*thc [Game jjjnk Gable] for head-to-head, but 


involved yrith the project is happy with the resulting 
^amt, according id Wadockeds producer, Dylan Beale. 

win feehmkzed at what the GBC 

can do/' says Beale. “It may even make people 

C * ; X » 4* "* ' »' i * » 

rethink how they approach developing games for 

thismaeime!” ‘ w “ 
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THE -ROAD TO 


GAMEBOf 


-fight Spanish soijft-r* 

giant panthers wud fcbsTS) butj c 
rhinos & the deadly CircR of f »n* 


2 Pi.iyableXhur.-xim Wafas' 1Wi v 
or Miguel m your quvst Id; the ;V 1 

V \ 1 

Go for THfe gold in 20 huge levels 
escape from. Spanish soldiers, exp'ure 
swamps ft rainforests: speed through 
m tin^ 

legendary lost Rj 
city of gold. “ 























Perfect Dark 
Perfect Negotiations 

Daniel Carrington's being held hostage, so every 
second counts. Shoor for a record time in Perfect 
Darks Carrington Villa- Hostage One level on 
Perfect Agent difficulty If you can swiftly snipe 
your way to success as one of our 25 fastest agents, 
you’ll be perfectly qualified for Power Stamps 


E*atet>ike 64 
Psycho Cycling 

Enter Excitebikc 64s Stunt Course to pull off 
some cycling stunts that would put Evcl Kneivel 
to shame Bust out as many daredevil tucks as 
you can, then select View Records from the 
Options Menu to photograph your high score. 
The top 2.5 tricksters will win Power Stamps. 


BomDerman 64 The Second Attack* 
The Sport of Kings & Knights 

Find out how chivalrous you can be by playing 
King & Knights in Battle Mode After working 
your way up to Challenge Level 5, bomb your way 
through the five-wm competition to cam tht 
Rtd Trophy. Snap a pic of your prize, then send 
it in to be knighted m Arena 


in WWF WrtsilsManJi 
2000 fir th* N*4, can yau 
Iraki it to WrtstliManlft 
without usini any 
flrwlM? 


tut ScVK 

HIM TXS 


In Hydro Tfcwriar, 
can yea knock a 
pallet 01 ilvlllan laat 
hrtfl a student? 


STAR WARS' ROGUE SQUADRON 

SUPER SMASH BROS 


Darreii Zolnowsfci, Cheekiowaga, MY 

Christopher Bellezzo, Orange, CA 

Richie Bennelt, Fori Graliol, Ml 

MARIO PARTY 

* 

THE LEGEND OF ZELDA: OCARINA OF TIME 

Brandon Bcwley, Manassas, VA 

Albks Bom 

Nick Pennetti, Rockawny, NJ 75 


Jose Bonilla, S?n Juan, PR 

STAR WARS. EPISODE 1: RACER '' 

Sislh Hetu, Cumberland, Rl 

Vincent Borchardt, Fanboult, MN 


Jason Honda, Anlioch, CA 

Siian Bourbnau, Hampton, NH 

Kyle Haynes, Gramlc Bay, CA 1 33.695 

John Hopersb»>mer Howell, Ml 

Wyall Boyd, SI Charles, MO 

** 

Alex Hopwood, Woodinville, WA 

Brian Praeckel, Colorado Springs, CO 

BEETLE AOVENTURE RACING 

Tyrone Houston, Brandywine. MD 

Jordan Bramble, Mauperville, NB 


LnrryHu Mobile, AL 

Alex Brisson, Embrun, ON 

James Bronson, Grand Prairie, TX 

Chris Hullman, Sf John, KS 

Billy Bryson Pori Costa, CA 

Adam Day, Menifee, CA 

Eric Hyell, La Canada, CA 

Jonathan Bucca, Bellsvllle, MD 

Anlhony Dunn. Allania, GA 

Gregory Irgnng, Port Washington, NY 

James Buchanan, Racine, Wl 

□avid Galindo, Odessa, TX 

Steven Jacobs, Fori Mycis, FL 

Adam Bullock, Kufztown, PA 

Michael Harmala. Midland, Ml 

Spunky Jacobson, Somerset, PA 

Frederic Dusque, Pinlendre, PQ 

David Jondura, Lemon Grove, CA 

Bobby Johnson, Johnsonburn, PA 

Juslin Car lion, Loveland, CD 

Michael Krol. Carmel Valley, CA 

Russell Kalncy, Athens, NY 

Sean Chandler, Wilmington, DE 

Mike McDonald, Plymouth, Ml 

Andrew Karplnski, Philadelphia, PA 

Luke Chapin, Arden. NC 

Danny Robertson, Sun Cily, CA 

^ ■ . ... ^ \ j 
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FATHER’S DAY QUIZ 

In our May issue, wc ran a Mother's Day Quiz, so its only 
fair chat wc run a Father's Day Quiz this month to com¬ 
memorate the dads whose special day is coming up on June 
iSth. In tins pop quiz (pun intended), identify the fathers 
of each N64 character pictured here 

... 2 



A 2272 


CALLING all POKeMON 

If Pokcmon earned little black books, they might contain the numbers listed below. The num¬ 
ber combinations correspond to the letters on a phones buttons, and the digits spell out Pokt- 
mon names For example, if you narrow down, the correct letters for the number 33833, it will 
spell out Ecvee. Refer to rhe phont pad to decode the numbers into Pokcmon names. (Just 
don't dial these up on an actual phone—Pokcmon don't really have phone numbers, and if 
they did, they probably wouldn’t be much for conversation, anyway,) 

E 45666 


B 733S 


F 5969 


C 6649 


G 685 




D 527727 


H 639 


S3 


The character who sfars in the N64 game shown in 
the accompanying screen shot has a very famous (and 
notorious) father who also stars in his very own N64 
game. For this month’s Father’s Day edition of Who Am 
I?, see if you can identify the mystery dad as well as 
his sor’s mystery game pictured to the righf. 
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,1- ; v r^:T£r fnoio.Tuph. yuur Achievement* for -ny oftfci month*- AtUsAxisiaCh ilitotes, 

ifaitn m il your snapshots or ckritenge xfens to 1 ower Ilaycc’s Avm, PO Sox 97*33, R*dmoad,WA. 9fio 7 3-9733 
4i b iwl photo* ind challenge ideas to; com Please include the follows" mfo do tht b >.ck 

nf your photo or m your e rand Na/ne, Address. Membership number (ifyou J*^ve one), NPVol number md 
Cholle...^-number The deadline for ifos months ch ilkofan is July io, moo If we useyour summons or youre 
one of our top qualifier.*, joa ll reck m Vov vc Siamps good tow ird roerdv tv disc in our Super l'o •. er Supplies 
CMxi Of for iub<OTbers Surf to wwwmu itendo.coi n to see * complete list of qualifiers. a --• .. - - 


Mother’s Day Quiz 

1 Pokcmon Stadium 

2 NAMCO Museum 64 

3 Mortal Kombat A 

4 Elmo’s Number 
Journey 

5 MSssroir Impossible 

6 Monster Truck 
Madness 

Y Micro Macninns 64 
Turbo 

K Pokcmon TrarilnQ 
Card Game 


E3 Quiz 

1 Butturfrue 

2 Electrode 

3 Exigent* 

4 Vlctrsebel 

5 Wv^mbell 

Who Am 1? 

Motroitfs 
Molher brain 
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It may be summer, but wcYc hero to school you m the finer points of 
portable gaming This month's lesson plan includes crash, courses in skate¬ 
boarding, rally racing, puzzle solving, power boating and more. There's even 
a special internship program with a top-secret government agency battling 
an alien invasion (Ray-Bans, laser guns and other course materials available 
for an extra fee) With classes like this, who needs recess? 



Get set to thrash, crash and talk $ 

trash with Tony Hawks Pro Skater Pt '$ u 

Following in the exalted tracks of K 

the N<$4 version of the game is no ft # 

easy stunt, but this Game Boy 

Color-only Pak grabs big air and 

big fun with three halfpipes, five 

race courses and four game modes, 

including a must-try, two-player 

Link Mode. The play control is 

spot -on, and color only adds to the surprisingly 

detailed graphics. Be warned that both speed and 

smooth stunt work are prerequisites herc- 

no poseurs need apply. 


nYjHaw 


* 4 irsiu wife ndTfcnyFawk's PrySKatir 
* 5 d 1 'S&te r irertgistcredT idemies of / ictivi* brtfciC. 


2000 ActMsIon Inc *il Rfghts 
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You can choose from ten real-life pros, including the 
Hawk himself Each skater is rated for Speed, Accelera¬ 
tion, Braking and Jump skills. Access the Tournament 
Mode if you want to see a skater's lull stats.- 



Tony Hauuk 


This homegrown So-Cdl boy is Thu Min when 
it comes to boarding Tony is the only pers on 
ever to land a 9QQ° successfully Try that stunt 
in the Minneapolis pipe. 



Sob Burnquist 


U ITIuskit 


Rune [ilitkrg 



Brozilian-born Bob has more style than 
all of 'N' Sync put together His Spent 
and Jump ratings (four on a five-point 
scale) make him a top pick 



Chad's good Braking and Acceleration 
will come in handy on the later, more 
crowded road courses, where b:s lack 
of Speed won t be missed so much 



With fives in Spee d and Ju mping- 
a match for the Hawk in those cate- 
gories-Rune is one of the likelier con¬ 
tenders for the skateboerding crown, 


Geoff lowleg 


Kai’pem Campbell 


Jamie Thomas 



A four in Braking and a f ivf* in 
Acceleration mean that this 'ad from 
Liverpool can turn and burn with the 
best of them in any situation 



Kareem and Chad have very similar 
stats, and you likely won’t see much of 
a difference between them in competi¬ 
tion Maybe they're adopted twins’ 



Jamies balanced stat sheat makes him 
a great choice for the beginner skate 
rat if you perform well, maybe he il 
cast you in one of his videos 1 


Burky Lasek 


Undrew Reynolds 


fee Steamer 



Bucky's only weakness is a rating of 
one in Broking—hardly 2 cause for con¬ 
cern in most of the events, where fast 
breaks are more crucial to winning 



With comparatively poor Jump skills, 
Andrew ts better off focusing on plac¬ 
ing high and grabbing items for bonus 
points rather than pulling stunts 



Elisss proves gender is no barrier to. 
success in this sport, and her strong 
all-around stats wil! ensure more than 
a few first- place finishes 


mm . 

Tnkc to the streets m the Tournament Mode, racing against 
three other thrashers on five road courses. You're ranked 
according to where you place in each rice, your trick points 
and bonus points for videotapes collected. 



B In Contrul 



Items and bonuses 

Collact an "S" icon to receive ono 
Speed Boost To activate a 
boost, press Up twice during a 
ticp feu can also collect three 
bonus points for every videotape 
you pickupdinngarace 



The courses become progressively tougher and 
more complex Press B as you turn to swerve 
more sharply and press A to jump over obsta¬ 
cles You might consider scouting a route sever- 

' afo 


^ ai times before competing in earnest 


Tricks lire Ilnur Trade 

You can alsoperform tricks to earn bonus 
points. Even if you come in last you can still 
win a race by pulling lots of big stunts You 
should remember to perform stunts while 
grinding on rulings ?nd other objects.^- 




!n Ono-on-One Mode (versus the computer) and Link Mode (versus 
another player), you compete against a single opponent an any road 
course you choose To play in Link Mode, you'll need a second Pro 
Skater Pak, a second Game Boy Color and a Game Link Cabl^ 


In Halfpipe Mode, you must perform is many tncks and 
trick combos as possible within the tune limit There ire 
three halfpipes—located in Portland; Chicago and Min¬ 
neapolis, and Minneapolis gives you the biggest eir. 



Han't Jump 



Supwsmp It! 



Speed and Acceleration, rather then 
Jump ability, are the keys to grabbing 
big air off the halfpipe You must 
remember to press Left and Right as 
you roll b?ck and forth to build 
momentum, spued and height 



iiff,. _ 

fxttrrzrs * K - *s‘-> 


Performing two or three tricks per pass will multi¬ 
ply your bonus by two or thra e times Wiping out 
will subtract points from your total, so make sure 
you have enough air for what you're planning Try 
to frt m one or two tricks on your way up 


Uariety Is the Spice 

Each time you perform a tnck, you receive 
fewer points font Vary your trick send 
try them in different combinations and 
orders This will boost your score and- 
kcepyour routine from going stale 
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P®K1 

Thanks to reruns on cable, a whole new generation of 
fans is cheenng to Dick Dastardly's cncs of, “Corses 1 
Foiled again!" Thanks to Infogrunes 
and Hanna-Barbera, you can join m 
the Wacky Races via this slick Pak for 
Game Boy Color. All the zamness of 
the cartoons is faithfully recreated, 

:tnd the game play is very much in 
the coracdic Mario Kart vein. The 
only things missing in this game are 
Mutrlcy's giggles of evil glee! 



Racing purists might dismiss Wacky Races at first glance 
because of the cartoon characters, but it's really an impres¬ 
sive package with nine well-designed tracks, four game 
modes and good piny control to boot 


€ 



l 
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Championship 


Championship combinas af nine tracks into one 
series Jnlike Arcade Mode, it doesn't make you 
place in the top three to move on You earn 
points according to where you place, and your 
score is totaled after each race 




Arcade Mode is divided into three Cups, with 
three races per senes Win the Fun Cup and 
Super Cup to open the Crazy Cup In e race, you 
must cross the checkpoints before the tamer 
runs out, or you'll be disqualified 



Enduranct 


The goal in this smgl~-rece challenge is to knock 
as many of your opponents of I the track as you 
can ~he vehicle in last place is disqualified Grab 
bonus items on the track to use against your 
fellow racers 



While you can complete the game with most any car, som- ot 
the courses arc more challenging than you may think and you 
may need to switch vehicles and strategics occasionally to 
avoid being foiled ogam and again 
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Scout Hheitd 


Use the Time Trial Mode to scout each track, and 
take note of the layout and obstacles. Each vehi¬ 
cle hns different capabilities that may come in 
handy in different situations, so take the turn, to 
review them and choose wisely before each race 



lime Trial 


Time Tnal Mode allows you to practice on any of 
the tracks Its a straightforward test of speed, 
with no weapons or dirty tricks allowed 
Rookies can try the mode before they head to 
the Championship challenge 



Complete the Arcade Mode Crazy Cup to unlock 
new characters and vehicles They include the d*vil 
ish Dick Dastardly and Muttlev in their Mean 
Machine Sergeant Blast and Private Meekly in their 
Army Surplus Special, Puter Perfect in his "fijrbo 
Terrific, and Red Max in his Crimson Haybailur 







Bonus Items 


When you pick up a light gruen icon, you'll be 
awarded a bonus it nm or weapon at random 
Some are singla bonuses while others are triples, 
and they include turbo boosts, different types o 


- rockets, temporary invincibility end more 




~ vflsgaii 

.,/ Despite what you may see on the interstate, te» 
gating is not a good idea m this game Though it's 
3 unfair, your opponents can drop oil slicks and 
bombs behind them, something you, unfortunate¬ 
ly, are not allowed to do 


i.-a 
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fl hungry Pooh went 
to Rabbit’s house 


©2000 Disnav 


In Pooh's storybook world, all disap¬ 
pointments are fleeting and all les¬ 
sons learned are gentle ones. The 
same holds true for Disney's Winnie 
the Pooh Adventures m the 100- 
Acre Wood. Its nearly impossible 
not to progress m this game-if you 
foil the task* set before you, the 
game will move you along anyway, 
and if you succeed, you'll unlock spe 
cial bonuses. 


This is a very simple adventure game with few arcade-style 
and board game-style challenges thrown m. We've called out 
just a few challenges on the map below as examples; young 
players will have much more to do in the* actual game. 


Vlany of the dead ends on the forest paths 
end to your friends Press A to talk to 
them They'll give you cards to usp in the 
Storybook Challenges or on the Carrot 
Farm Visit periodically for more cards, 


Take Seedling Cards to the farm and plant 
them n the six holes. Usp Water Cords to 
water the growing olnnts The carrots will 
ripen over time, so come back often Wh&n 
Rabbit says the carrots are ready, pick 
them to receive Action Cards you can use in 
the Storybook Challenges 


.nffS S fc * 

Water 


Ytr 




The Storybook Challenges are board games of the 
roll the dice-and move variety A counter shows 
the number of moves you have left You must land 
on your targets with an *xacl dice roll, and back¬ 
tracking does not use moves Normal spaces use 
one move, and puddles use two Landing on certain 
objects will delay certain characters such as 
honey for Pooh and carrots for Rabbit 


Besides the Storybook games, there sre 
also several arcade-style mimgames tg try 
For example, one of the mimgames you II 
play hnsyou collecting falling acorns for 
Piglet You must collect a certain number 
of them within the time Unit to win 


Players will stnrt off in the cozy environs of Pooh's 
House The object there is to complete simple 
adventures and mimgames as you explore tlu 100 
Acre Wood Once you complete (pass or fail) nn 
adventure, you’ II be able to come back to your house 
and rend a storybook record of your performance If 
you complete a mimgamc successfully, you'll be abl* 
to return to the house and replay it any time 




us. 


You must also complete board games to open new 
pnths through the 100-Acre Wood As in the 
Storybook Challenges,you can use enrdsto help 
you along If you fait a Storybook Challenge and 
would like another shot at it, you can go to 
Christopher Robin s House and reset all the chal¬ 
lenges in the game 
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Now this is truly a unique tide a sports role- 
playing game 1 Fin and Guppi are two teens who 
live for thrills When the Xtreme Cola Company 
announces an extreme sports competition to help 
advertise their fizzy drink, Fin and Guppi 
arc the first in line Events include in-line 
skating, skateboarding (race and halfpipe), 
surfing and skysurfing 



You can choose to play as either Fin or Guppi As the game begins, you must first qualify 
for the competition by defeating five trainers in their respective sports. If you lose, they'll 
give you helpful tips and advice. 




Competitors 

Opponents can be found 
all over the contest site 
When you defeat an 
opponent, he or she will 
sit down and you II receive 
one medal You’ll need 
these medals to open up 
new areas of the gams 


lionls 

Each opponent will chal 
lenge you in a specific 
sport You must beat his 
or her record in that 
sport-including time, 
total points and number of 
special items collected- 
to win the match. 



ira Tough 

While this is an RPG, the 
arcade-style competi¬ 
tions require quick thumb 
work Scout the various 
venues for obstacles and 
i turns, review the gome 
controls and practice 
practice, practic el 




Agents J and K are back for another round of 
alien-busting action in Men in Black 2 m The 
Senes, courtesy of the cool cats at Crave Enter¬ 
tainment Improved graphics and game play are 
the hallmarks of this action Pak, aided and abet¬ 
ted by three difficulty levels and a password 
option The future's so bright for this Game 
Boy Color-only title, you’d better wear shades! 



MIBz features plenty of side-scrolling action m eight regular stages and five boss- 
stages There are plenty of power-ups to be had, but special weapons and items last 
for only a few seconds at a time 



Sane the World 


In tta stages, you'll spg a 
hijacted plane MIB head¬ 
quarters The Statue of 
Liberty and other exciting 
locales Evsrt minor enemies 
may take several shots to 
destroy, end some cannot 
be harmed at all 




Louk Rraund 

Leaping headlong into 
danger may be brave, but 
its also foolhardy Stand 
in one place and press Up 
or Down to look around 
You can also fire your 
weapon straight up by 
holding Up and pressing A 


y ShndBS 

Besides collecting 
weapons, health and othnr 
items, you must collect the 
four pairs of MIB glasses in 
each stage When you're 
close to a pair, yellow 
arrows will point you m the 
right direction 
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Puzzle games arc arguably among the toughest 
to develop They must be easy to understand but 
not boring, fast but not too frantic, repetitive 
but not tedious. Magical Drop is not the most 
original puzzler to come down the pike (think 
Bust-a-Move with a little twist), but it can be 
engaging for casual, intermediate-level players. 


0011000193 
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Assoonasyoucpba 
Special Balloon, it will dis 
appear It can cause all 
balloons of the same 
color on theplayfieldto 
pop or cause balloons on 
one side or another to 
pop 


As with many other puz¬ 
zle games, you can set up 
the playfiald so that one 
match will set off a chtin 
reaction of other match¬ 
es The more links in the 
chain, the bigger your 
bonus 


You can play solo or against 
another player via the 
Game Link Cable (unfortu¬ 
nately, screen space 
doesn't allow for games 
versus the computer) You 
can pnnt your scores with 
the Game Boy Printer 




ROCKY MOUNTAIN 




I Heauen Stent 


esn choose from a 
high-powered rifle, 2 
single-shot muzzle loader 
and a hunting bow You 
can also dab on a little 
scent to cover your own 
scent or attract animals 
before you head out 




There’s been a stampede of hunting games for 
the PC for the last two years, and one of them 
has finally trotted over to the handheld scene. 
The most impressive feature in Rocky Mountain 
Trophy Hunter is its high-quality sound 
effects-you ‘11 be amazed at the eeniy real¬ 
istic animal calls that is*ue from the 
Game Boy Color 3 nny speaker. 



*<> IK3i UJTTK 

l\vy 






“"You can hunt the high country in Colorado, Montana and New Mexico for deer, elk, 
bt-ar -tr.d bighorn sheep With its seemingly smaller gune animal population, New 
Mexico demands patience and is the most challenging of the three locales. 




As you explore the map. 
chock the small subscreen 
for tracks and other signs 
that game may ba near. 
Press B to use animal calls 
To use a spotting scope, 
hold A and press Left or 
Right. 


intit the Shot 

9 G?,c*j vuu scot an ammi 





Ones you spot an animal, 
you'll have just a few sec¬ 
onds before't wanders 
away Aim for vital parts 
of the ammaland don’t 
forget to reload A suc¬ 
cessful shot will bag you 

points and a trophy 
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VaticaTs YR Sports. Powerboat Racing breaks the 
serene silence of the outdoors with the high- 
horse power action of powerboat racing. Leave 
opponents in your wake as you push the throttle 
to full spetd and splash around 
a senes of river like courses. 




Racing on water is pretty different from your standard road rao.. You'll need 
to watch your momentum as you approach corners or you'll run aground. 
Let off the gas at the end of the straightaways then drift into turns. 



Best Boats 

Your first move is to pick 
a suitable watercraft for 
your bid to rule the 
waves Different bo*ts 
have hull types that 
make them faster or 
more controllable. 




Central 


f TGnnl 




Tea* Diac m 
rticir 


Team flayer 

Even i you just like the 
thrill of racing, your team 
is counting on you to bring 
home some trophies 
Affiliate yourself with 
one of the lour teams 
before you hit the water 


Mater Marks 

T hcbest way town is 
to learn the courses then 
anticipate the turn 
before you got to it. If 
you try to roly on your 
reaction skills, you II end 
upon dryland 



What could be more relaxing than a tnp down 
a river on an inner tube? Just about anything, 
if Midways Toobm' »s any indication You'll 
need to hand-paddlt furiously around various 
watery dangers just to make forward progress. 
Don't let small things get you down, though 
A couple of victories are all you need to get 
pumped up for more intense, inflatable action. 


§n99b At' 


MBiia 


You should try to have fun whde you float down the waterway, but sray alert for 
obstacles downriver that will bring your ride to an abrupt stop. Don't pick up too 
much speed or you won't have time to react to the dangers m your path. 




Harrow Goals 

The object ofToobin' is 
to nevigete cleanly 
between the poles of 
gates you encounter on 
tho river It's easy to get 
hung up if you don't steer 
exactly between the 
poles 


Splash B Scare 

You get some points for 
steering around obst i 
cles, but the high scores 
comp from steering 
throuqh ns many qntes 
as possible Backtrack 
to them, if necessary 


Troubled Maters 

You can throw rocks at 
snakes and living obsta¬ 
cles, but your only option 
with logs mid rocks is to 
stoor clear learn how to 
spsed up or slowdown 
to bypass legs. 
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Ml N Ai r 


The scourge of the universe continue to 
slip through the cracks in the system and 
arrive on Earth. As a Men In Black agent. 
It’s your Job to stop them. 
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and mmigames galore (mclud- jUHf 
ing a two-player Pong style 
game), Infogrames' genuinely 
funny platformet sprinkles m dashes of 
first-person adventuring, rocket flying and 
basketball playing. 

SATISFACTION- Though it's aimed at inter¬ 
mediate gamers, Duck Dodgers unloads as 
much unpred ictable variety as it does pkes, 
so Looney Tunes fans and lighthearted 
gamers alike will have an ACME blast. 
SOUND: Everything sounds authentically 
Looney, from the plucked violin stnngs 
that sound off when you tiptoe to 
the lingers voiced by Mcl Blancs succes- 

sots, Joe Alaskey 
m I and Boh B* egen. 

Sj'lj COMMENTS: 

Drew — Like the 
cartoons, the game 
will appeal tc hath 
■ ! kids and adults 


GRAPHICS: Infogrames' adventure is a 
j dead ringer for a Warner Bros cartoon. 

Based on the 1953 Daily Duck parody 
Duck Dodgers m the 24 l zth Century, the 
madcap video game bursts with cartoon 
landscapes populated by Looney Tunes 
faves like Marvin the Martian. And little 
touches—like Duck whipping out an 
"Eck*" sign when he falls off a cliff—keep 
things feeling like Saturday morning 
PLAY CONTROL: The zany romp requires 
plenty of jumping, and tight controls make 
it easy to get those webbed feet where you 
need them. 

GAME DESIGN: Piled high with variety 


0 HOW IT RATES 

No ana rtilly 
oets hurtm the 
JLLiLi Looney Tunes 
world since they *I\a ,ys 
bounce backift r being 
squisl jd into m iccordlon 
or having their b ak blast 
ed to the other siae of 
their face. It's all just 
exaggerated E-ritedfun. 


S I -♦Drew 
7.8 - Kyle 


lntogramas/12" 

Meg kbits 

1 player adventure 

T or 2 players 
simultaneously for flit 
Digital lennfs mmigame 

Rumble Pak compatible 

a worlds 


CONTROL 

CAME 

DESIGN 


SOUND 


Jason 


» 4 


Andy 


a l 


0 2 


Scott 
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novative urait Meier win auow you w 
locate the current so you can ndc your 
avals' windy coattails. Other than that 
tidbit of sim realism, the game goes for 
arcade mechanics, like tight steering 
GAME DESIGN. Serving up more than juat 
the oval tracks and left turns you'd expect 


gSTI HOW IT RATES 

I Nbu c m n«±vir flip 
ovirar total your 
iHi car, so nothing 
violent werh -ppsns in the 
g ime. Since it's never 
bout road rag .;, the ESRB 
I* js deemed Irfognmes' 
Indy Racing 2000 a good 
d .yatthi raws for all 
agjs. 


7 ■ -* Jason 
7 7 Scott 
7 5 - Chris 
7 d -‘Soup 


SK-JARMY M IS iV!^3 

AIR COMBAT] 


its stapes is that it allows you to ^ ' ■' 
interact with your environment fflffflMr 
and use it to your advantage For 
example, if you relocate a doughnut or 
flower to nn enemy base, you can lure ants 
or bees into attacking the opposing camp 
SATISFACTION: Air Combat ranks high 
among chopper games, and if you dig Army 
Men’s toys-tn-the-rcal-world schtick, you 11 
want to serve m this war game 
SOU NO- Ihc realistic rat-n-tat-tats and 
whipping sounds of chopper blades under¬ 
scored by triumphant anthems should keep 
any troopers morale high. 

COMMENTS: Kyk-fts very claustrophobic 
aiM : What I'd give to be 

able to look out 

<■ r- ! tow* ir I the h ortzon . 

Scott Muih wen 
fwxtK antlfitn than 
" chc old Strike sent® 
of chopper games 


IT RATES 

War is never a 
pretty sight, and 
even though this 
one s fought by toy sol 
diers, they scri imin 
agony when they’re hie 
Because of this cruelty to 
plastic, the ESRB has 
bump id Air Comba t's rat¬ 
ing to Tudn. 


7.4- * Scott 

7.5- ^Jason 
7.1 -»Drew 
7,0-* Sonjr 

.3 - Kyle 


GRAPHICS 


• litfogrames/128 
Megabits 

• 1 or 2 players 
simultaneously 

• Rumble Pak compatible 

• Expansion Pak 
enhancements 

• 11 Indy tracks, plus 
Midget, Sprint and 
Formula car tracks 


PLAT 

CONTROL 


SOUND 


NINTENDO 

Power 

STAFF 


• 3DO/64 Megabits 

• 1 to 4 players 
simultaneously 

• Rumble Pak compatible 

• Expansion Pak 
enhancements 

• IB missions 


PLAY 

CONTROL 


SOUND 
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NINTENDO 64 



I The end is here. 

GRAPHICS: Graphically underwhelm¬ 
ing, Carmogeddons scenery is blocky 
and accurate physics take a backseat to 
curious, gravity-defying behavior. 

PLAY CONTROL; Based on the hit PC 
games, Cnrmageddon requires you to race 
while running over zombies Easier said 
than done—off-kilter handling and CPU 
cars that get jammed in your way make 
splattering the undcad an eternal struggle. 
GAME DESIGN: An objective-based race 
with hit-and-run tactics, Carmageddons 
tongue-in-cheek concept holds promise, 
but it's bogged down by doling out too 
much to do on tracks that are already 


unclear and confusing BrW 1 

SATISFACTION: Cruising to see flaw 
how many zombies you can turn 
into hood ornaments and finding goofy 
power-ups that do things like fill the zom¬ 
bies up with helium can be fun, but the 
severe lack of polish gets in rhe way 
SOUND: The big-beat techno stylings of the 
sound track are a plus, but it vsounds like 
you're driving a blender 
COMMENTS' Chns— The courses aren't 
straightforward, the action is too sparse and 
it fids like you’re driving a forklift at So 
miles cm hour. Jason —It's like a really bad 
Resident Evil on wheels. Action that only a 
, , zombie could love. 

- " Scott -The play con 

trol plumbs the 
tjgt depths of ineptitude 

And y- Plenty 
& gn at ideas, but poor 


r||l HOW IT HATES 

VJ|I It look is t d s 
it sounds—t »r- 
£H9 rdmgdownthv 
sti. ?t to rnr w(»r zombiis 
isn't a sight iru^nt for 
young eyes, lnrftbeESRR 
r*comm»nds thtth 
game b3 played by only 
future audience 


<*A — Jennifer 


A t -Chns 
6.0 — Andy 
6.0 — Jason 
IA — Scott 


execution. 


• Titu&rt 2 d Migsblts 

*1 or2 ilaytrs 
sumiltantausly 

« Controller ind Numbl* 
Pak compatible 

• S 7 levels 

• 10 racing environments 


£Otn*£H- 

c^.o 

GAME 

DESIGN 


SOUND 

®.e 



a HOW IT itATES 

Fill-id with pur- 
hop «nd-bop 
sh«r migans, the 
only of*?nsiv§ thing in 
Wario Land 3 is its st ir s 
sour personality That 
shouldn't wirp.inyfragil 
minds, so the adven¬ 
ture earns anEfromth 


r 2 -* Chris 
fl 9 — Kyle 
S.2 — Andy 
t 0 — Jennife 
1 2 — Sonja 


Ninteritto /16 Megabits 
1 player 
SBC exclusive 
25 levels 
1 DD treasures 


PLAY 

CONTROL 


SOUND 
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GAME BOY COLOR 



a HOW IT RATES 

Thu ESRB notts 
that Gold ind 
SSL 1 Glory features 
"rnild animated violenc * 
but a drop of blood is 
never shed Swords n ty 
connect with ontmies, 
but thecate itddfoe* 
disapp ir in true, t me 
c irtoon fashion. 


that lead to secret treasure 
rooms arc easy to miss, 
making Ei Dorado a road 
worth traveling more than 
once. Plus, levels like the 
nonstop hull run keep the 
game play varied. 
SATISFACTION. Maybe all 


7.7 Jason 
7. - -* Scott 
7 A -*■ Dr*w 
7.G-* Sonj i 


SOUND 


POWER 

STAFF 

scorm 


GOLD 


GLORY: THE 


TO EL DORADO 


The DreamWorks cartoon glitters on Game Boy Color. 


GRAPHICS: Gold and Glory is based on 
DreamWorks’ animated movie ihe 
Road to El Dorado, and the game's 
vibrant, varied backdrops and fluid move¬ 
ment reflect the gorgeous look of the film. 
PLAY CONTROL: Ubi Softs lively action 
game features the movies two heroes— 
Miguel and Tulio—as playable characters, 
but they might as well be the same person 
since both swashbucklers have the exact 
same abilities At least what they both do— 
jumping, fencing, throwing, sliding and 
crawling—works like a charm 
GAME DESIGN: The many hidden passages 

” 3 «& 1 


that glitters isn't gold. G&G looks and plays 
with 24 karats of fun, hat it doesn't make 
the most out of a great license. If you take 
away the El Dorado backs tory, you're left 
with a basic and generic platformer. 
SOUND: The game doesn’t feature music 
from the movie, but the original tunes 
stand on their own, doing a punchy and 
catchy pb of conveying the local flavor 
COMMENTS: Drew-ri solid, if uninspired, 
item-collection platformer. Scott- 5 o, its 
mindless platform action, but the technical 
details are well done and the play control is 
solid enough that / didn't notice . 


• l 1 Soft/ 1 M *gsj| ts 
•*1 phyer 

• GBC ixclusive 

• infrarie port cipibllitifs design 

• 20 tevils 

• 2 playable ctieraciere »AT 2 


TONY HAWK’S PRO SKATER 


A tiny Tony busts out big tricks. 

GRAPHICS: Like its big brother, Tony 
Hawk for GBC goes to the trouble to 
feature the most popular skaters of the 
day. Too bad no effort was made in creat¬ 
ing their appearances — all ten riders *ook 
identical (even E’issa Steamer looks like a 
short-haired man!). 

PLAY CONTROL: Of course, the junior ver¬ 
sion of Tony Hawk doesn't sport as many 
tricks and stunts as the N64 version, but 
the GBC game coasts along nicely with its 
well-oiled combo system The street runs, 
on the other hand, can crash to a screech¬ 
ing halt since it can be challenging to 
swerve around obstacles. 

GAME DESIGN: Collectible II ^1 I 
tapes and letters litter the II , I | 

areas as m the N64 game, ' Mmm ■ I I 
but the GBC version also 
sports a Halfpipe Mode 
and races against the CPU 
(for one or two players) 


1 


SATISFACTION: Stocked with lots of places 
to catch air, grind rails and bust out tricks, 
Tony Hawks Pro Skater should satisfy the 
stunt-crazy skate rat in anyone 
SOUND: The music thumps as much as 
possible, but at times it sounds like some¬ 
one found the disco presets on the Casio. 
COMMENTS: Kyle-ri cute companion for 
those who can't live without the N 64 version. 
Chris -After some experimenting, I was 
throwing together some big combos. 
Sonja-Die halfpipe is definitely more fan 
than the overhead races. 


pi 
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/A 

• Activision/8 Megabits 

PLAY 

• lor 2 players 

CONTROL 

simultaneously 

T-A * 

• GBC exclusive 

GAME 

DESIGN 

• Game Link compatible 


• 5 streel runs i 

SAT. 

• 3 halfpipes 

7.4 

• 1,0 riders 

SOUND 



HOW IT RATES 
Otfiar th n skat¬ 
ing in tho middle 
of the street, 
nothing in Tuny H-wk’s 
Pro Skater should be 
found questionable, so 
the ESRB lets Activision s 
game skate #way With 
th 1 all-ages approved 
ttmg of E. 


7.7 -*■ Sanj 
7.5 -♦ Chris 

7.5 - Kyle 
7.1 Scott 

6.5 Drew 
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a HOW IT RATES 

A good and goofy 
racing game for 
*M-fl all ag*$ Wicky 
Races was approved by 
the ESRB for Everyone 
Explosive power-ups do 
come into play, but there's 
no mistaking that the das 
tardly doings a re comic 
and axaggnratad 


GAME OESIGN: Racing 
games, especially those 
with behmd-the-car exhi¬ 
bitions of speed, haven't 
had the best ttack record 
on the GB, but Wacky 
Races is a fast, kart-style 


7 . 0 -t Chris 

6,8 -* Sonja. 

6.7 -* Orew 
6.5 -* Scott 



Udi Soft unearths Disney dines and Jurassic action. 

GRAPHICS: A for cry from the jaw- requires explorers to choose the right prebis- 
dropping animation of the Disney tone creature for the job, and the setup 
flick, Ubi Softs relatively lackluster makes things interesting and puzzling, 
ptation looks a tad primitive and in SATISFACTION. The game encourages team- 
d of evolving In contrast, the 13 char- work and teaches problem solving, mak- 
:r portraits that you can print out, look ing Dinosaut a positive diversion for 
re on par with Disney standards younger gamers 

1Y CONTROL’ As you find the other char- SOUND: The sound track is i notch above 
:ts m the game, you'll eventually be the usual, and the dinosaur snarls and 
l to piay as them. Each character has a sound effects have considerable bite, 
que ability that may help you finish an COMMENTS: Andy —Appropriate for the 
cctive, like climbing vines using Sun, target audience, hut the action ts too simple 
lping crevasses as Plio or pushing for older gamers Drew -This may become 
yy objects with Aladar. The gome is the victim of natural selection. 


0 HOW II RATES 

In this cast, E 
stands for 
"Everybody, 
not Extinct "end 
Dinosaur thrives with 
tame gaming suitable for 
all ages Just as yotfd 
expactfromaDisn&y- 
retat^d title, Dinosaur is 
safafor anyone 


6 5-* Drew 
6.2 - Andy 
6 O-^Sonja 
5 5-* Scott 


• Ubi Soft/16 Megabits 

• 1 player 

• GRC exclusive 

• Game Boy Printer 
compatible 

• 5 worlds, 28 levels 

• 6 playable characters 


SOUND 


EVUYIHE 
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3 NINTtNQO POWER 

























































A slick and winning mix of fast-paced, combo based 
events, Xtreme Sports hss competitors executing tricks 
to earn points racing to turn in record times and maneu¬ 
vering to collect flags Set up in an adventure-style 
format, the sharp-looking game also manages to poke 
fun at how cola companies market to "extreme" types 


An instantly frantic puzzlt tncounttr of the Bust- 1 - 
Move kind, Magic I Drop unloads piLs of blocks toward a 
char cter in the middle of the p! :ying field. That char jc- 

] ter c m magically clear away blocks, but you must pro¬ 
tect it from the aval .ncheby extracting lik.rcolored 
columns md shooting them back at matching st cks 


Newkidcos gorgeous video board g^ma will ench nt th» 
tots and tendertiaart id as they i ecreatd A A Milne's tales 
such as hiding from Tigger as ht pursu <s you on the game 

J board. Gamers can also view stories, pi ay ire ide-s tyle 
minigames and rijcont Pooh's home in a cheery txperi- 
ence that's es lov ible «nd mellow *s Pooh himself 


More W rioesqu^ tl n the pievious MIB pi tform ir, MIB2 
furthers tha dv^ntures of Agents J and K in their pursuit 
of sungidsses, bonus stirs and intergalactic scum. Up to 
q eight p’ <yers can switch off g thering the collects ts 
| in a coo pent] ve mode, which lets each player baigm 
J wherd the previous suit- ind-tii left off. 


In Vaticil's top-down hydro r*c«, you'll pilot ither a sin 
gle hull or catamaran-type boil down a serpentine 

that slinks with forking paths Decent controls 


course' 

RS* allow for smooth sailing, but what really keeps this 
<5 game afloat are your cutthroat rival racers end the 
inclusion of s two-player Game link competition 


XTREME SPORTS 

• jnfDitatfies/32 Mif 

• 1 player 

• G »C exclusive- 
f 5 evicts 


MAGICAL BROr 

• Classlfili Inland!**/ Nltn»»ll$ 

*‘l 'r2p!ain»«imuif*i>*^'% 
*GiG exclusive 

• 'GimtUrikan Jfip ftWfr 
compatible 


QHAPHACS fc*/ 
PLftr CONTROL 
GAME DESIGN i 


WINNIE THE POOH: ADVENTURES 
IN THE 100-ACRE WOOD 

• Newkidco/16 TOegahUs- 

• 1 player 

• GBC exclusive 


SOUND 


OAfPtUCH it-* 
PLAY CONTROL 
GAME DESIGN 


MIB2: MEN IN BLACK—THE 
SERIES 

• Cruve/8 Megp.lute 

• 1 to a players alternating 

• GBC exclusive 


UR SPORTS POWERBOAT 

RACING 

• Vollcni/8 Megabits 

• 1 or 2 players simultaneously 

• GBC exclusive 

• Gome UnK compatible 
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f EVALUATIONS 


Hi 


RATINGS 


ANDY: 

ARMOND: 

CHRIS: 

DAN: 

DREW: 

HENRY: 


JASON- 

JENNIFER: 

KYLE: 

NATE; 

SCOTT: 

SONJA: 






GRAPHICS 


PLAY CONTROL 


GAME DESIGN 


SATISFACTION 


SOUND 


AGE RATINGS 





t»hCTiNt 



Early Childhood 


All Ages 


T 



Taen(13+) 


Mature (17+) 



Adult (18+) 


Rating Pending 
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DISNEY'S OONALO DUCK 
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CRIJIS’N EXOTICA 


Konami puts its tout dawn 


She. f,nslfic source for all 
Nintendo Neva. 


Atlantis or hirst! 


GAME BOY ADVANCES? 

YOUR QUESTIONS ANSWERED 


of Yoshis Story signaled that the system 
isn't limited to recreations of Super NES 
tides 

Q Is the sound better than on Game Boy? 

A: The sound samples emulating die output 
from the stereo jacks were quite impressive, 
demonstrating that AGB can combine four 
audio channels from the original Game Boy 
with two new PCM channels capable of 
producing very high quality music and 
sound effects A demonstration of Factor 5 s 
music software tool MusyX blended 29 
instrument voices together Of course, rhe 
sound will be best heard through head¬ 
phones 

Q: What network capabilities wifi A dvance 
have? 

A, Four AGBs will bt able to link together 
vm their serial ports for ditcct multiplayer 
gaming The AGB also will feature advanced 
capabilities for wireless or landline net- 
wotked gaming and support cool acces¬ 
sories such as the colot camera and ptmter 

Q Will older Game Boy titles play on Advance? 
A. Yes, all of them Advance contains the 
Game Boy Color CPU in addition to the 32- 
bit CPU. New games will tange in size from 
32 Megabits up to 256 Megabits, compara¬ 
ble to N64 games Advance games will not 
run on older G ame Boy systems. 

Q When ml! it he released 7 
A The current plan is to release the system 


Q Mat will Advance look like? 

Ai Wc don’t have any images 0: the final 
casing yet, but you can get a fair idea from 
the following desctiption. Game Boy 
Advance (known at Nintendo as AGB) will 
be about the same size as Game Boy Color. 
It will be held horizontally instead of verti¬ 
cally because of its wider screen The control 
interface of Game Boy Advance will consist 
of six buttons and a Control Pad. There will 
be 1 serial port connection, and an mfrated 
port will be availahlc is an accessory since it 
won c be built into the system 


ISS 2000 


ver since Nintendo of America held a 
conference for developers of Game 
Boy Advance games in early April, readers 
have been writing and c-mailing us with 
questions about the next generation, hand¬ 
held system So here’s the latest 


Q How good arc the graphics 7 
A Very good The3” diagonal LCD is 60% 
largct than the screen of Game Boy Color, 
and it has a resolution of 240 x 160 pixels 
and a palette of over 32,000 colors in 
bitmap mode The screen image is very 
sharp and it doesn’t blur when characters 
move about Several sample animations 
wen. shown to lht developers, including a 
full-motion video running at 30 frames per 
second and 2-D .uinnauons that demon¬ 
strated AGB’s built-in transparency and 
fading capabilities. Othet highlights 
included showing 120 objects moving on 
the screen simultaneously A running demo 









he year 2000 is likely 
to enjoy a rare sum¬ 
mer It's nor that ram is less 
likely to fall or that the sun¬ 
sets will be an unusual shade 
of orange this year. No, its 
going to be special because 
two incredible N64 gatn*s 
will be launched by Rare 
within a span of three 
months At the end of May, 

Perfect Dark got the ball 
roL-mg with intense action. 

Then, on August 28th, the 
release of Banjo-Tooie will bring much- 
needed comic relief with the irrepress¬ 
ible bear and bird duo from 
Banjo-Kazoo it in what's possibly the 
most beautiful video game every made 
Up until this point, news on the devel¬ 
opment of Banjo-Tooie has been kept 
fairly quiet, but Power can't keep mum 
any longer Banjo-Tooie is a treasure , 
and though its still being polished, wc 
can see clearly that it is a gem with Rare 
qualities Beginning with all the moves 
players learned tn B-K, Banjo-Tooie 
goes on to add at least another 20 moves 
to the pair's repertoire The eight new 
worlds contain Jiggics and Jmjos, as in the 
previous adventure, but the puzzles arc 
dever enough to fool three Nobel laureates 
and. a weasel, and some of the fights take 
place against enemies that are big enough 
to get their own zip code. Players will 


encounter hilarious characters, a wonder- 
ful musical score, vast areas that must be 
visited, over and over, and graphics so stun¬ 
ning that they should be painted on the 
ceiling of some really famous building. 
And then there are rhose brilliant yellow 
shorts—wc think they're going ro be all 
the rage this summer 


Q Tooicf 4 @2000 Nintendo/Rara Game by Rare. 
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Hands-on prariews of npconing gauss 


MIDWAY CRUISES AGAIN 


ruis'n Exotica takes die tried and 
true formula of speed, road courses, 
unusual racing vehicles and. lots of 
bumper to bumper action, and to make 
this Cruis'n truly exotic, Midway slips in 
some fantasy elements such as roads on 
Atlantis and Mars With 12 tracks and 
fields of 12 cars, there’s a lot to explore. 
The cars are as otherworldly as some of the 
races- the Cooler is a hearse, the War- 


wagon has a camion mounted in bade, the 
Widdoad is a convertible semi, and the 
Sundowner is an experimental solar- 


powered vehicle Exotica for the N64 
remains true to its arcade heritage 
with solid play control, high frame 
rates and a rocking sound track. The 
low-poly objects help keep the game 
fast, so .all those flat trees art really a 
good thing Cruis'n fans will have 
three modes to master—Exotica, 
Freestyle and Challenge. If you do 
well, you’ll win new vehicles Midway 
hasn’t nailed down the release dace 
yet, but they’ve suggested that it will 
be late this fall 




A SOCCER SUPERSTAR RETURNS 





Q£$ NINTENDO POWER 


onami’s International Superstar 
scored the first goal when it 
was released for the N64, but m the years 
that followed, the FIFA senes stole most of 
the thunder Now, approaching the 2000 


Olympics this October, Konami is making 
another run at stardom, and the competi¬ 
tion from FIFA is nowhere to be seen. ISS 
2000 features most of the things that 
have made the senes so solid. There are 
seven modes of play. Pre-season 
Match, World League, International 
Cup, Euro Cup, PK, Scenario and 
Training Up to four players can join in. 
In fact, four players can join together 
and gang up on the CPU Once again 
the commentary is realistic, provided 
by Chns James and Terry Butcher And 
the graphics also received a boost, at 
least if you plug in an Expansion Pak. 
The innovative player status icons help 
you put the best team on the pitch. 






















































ail all hetoes—knights and wizards 
alike—for thy quest is about to begin. 
Heroes of Might & Magic for Game Boy 
Color has appeared on the RPG/straregy 
scene like a breath of fresh air Fn this inno¬ 
vative PC adaptation, you'll take the throne 
of a kingdom in one of eight scenarios As 
the monarch, you're charged with ordering 
the affairs of your country, recruiting and 
commanding heroes, managing natural 
resources and 
your coffers of 
gold, and doing 
battle with 
enemy nations 
on your bor- 
dets. The battle 
system com¬ 
bines real-time 
and turn-based 
elements —all 
very intuitive. 


Like War!ocked, Heroes of M&M asks players 
to explore uncharted lands and build new 
units Tools such as the Kingdom Overview 
help you check the status of your possessions 
so you can make quick decisions Know Won¬ 
der, the developer, is better known for edu¬ 
tainment PC titles, but this mini GBC epic is 
mightiet than most, and you'll be able to 
bring it home to your castle by the end of 
this month 













































Wh«t’s brsaking in tha world of ganos. 


Hi# naans soccer 

shortly before Ej, South Peak Interactive 
made history by announcing that Mia 
Hamm, the star of the U.S women's 1999 
World Cup championship soccer team, 
would endorse Mia Hamm Soccer 2.000 
for the N64. The remaikable thing is not 



that another soccer game will be available 
later this year, but that for the first time in 
console game history a female athlete will 
endorse a video game of a major team 
sport. The gamt features real-time weather 
conditions, multiple difficulty levels, 50 
womens soccer teams from around the 
world and voice commentary from Wendy 
Gebaucr, lead analyst for the 1999 
Womens World Cup broadcasts. It's about 
nmc women's sports were added to the 
video game library, and we hope other pub¬ 
lishers follow South Peaks lead. 

N6V update 

Who's in and who's out’ The world of video 
game publishing constantly shifts with 
titles being announced, developed, 
dropped or published The latest drop 
is Tony Hawk’s Pro Skater 2 —the 
announced game was dropped recently, 
but it certainly isn’t the result of poor per¬ 
formance by the original game Tony Hawk 
has been on the top 10 soles chart since its 
debut But on the other side of the com, 
new titles such as Batman Beyond, cur¬ 
rently in the works for the N64. at Kemco, 
tend to balance out the equation, 

m NINTENOO POWER 'sssssosssbbs 


Another unexpected game for fall 2000 
is a new Madden football game for the 
N64. Rumormongcrs on the Internet 
falsely reported that EA Sports didn't have 
any N64 tides in their lineup for the fall 
season It turns out that they will go head- 
to-head one more tune with Acclaim's NFL 


Quarterback Club. 

Activision's X-Mtn: Mutant Academy 
may turn out to be a surprise hit when it's 
released later this year. The upcoming 
movie could mike this comic book fran¬ 
chise even more popular than expected In 
the game, you 11 find yourself in the train¬ 
ing facility of the famous X-Mcn, where 
you’ll learn the fighting moves of ten of the 
mutants. Wolverine, Cyclops, Gambit, 
Storm, Beast, Phoenix, Magneto and 
Sabretooth each have signature moves and 
mutant powers. And honesdy, who among 
us hasn't wanted to use our superpowers 
to kick some mutant rail? 

Vatical's duo of Polaris SnoCross and 
Sea-Doo HydroCross are looking remark¬ 
ably sharp even at an early stage of devel¬ 
opment Both racers are likely to miss their 
scheduled launch dates in August, but we 




won't complain if the final games look 
this good 

At Red Storm, the people who brought 
you Rainbow Six are working hard on a 
new N64 thriller with a more radical threat 
dian terrorists Based on a new TV senes, 
Roswell Conspiracies follows two intelli¬ 
gence agents as they probe 40 levels in 
search o r evidence that aliens live among 
us Part of the strategy will be to keep what 
you know hidden from the public so run¬ 
ning around blasting aliens m midtown 
Manhattan will be a no-no. 



Infogrames has moved ahead with plans 
to release Taz Express this fall The game is 
finally taking shape at Zed Two, the British 
developer that created Wetris. Although 
the plot hasn't changed since we first 
reported on Taz, the game play mechanics 
have been refined. The best part of the pre 
view version we played at Pak Watch was 
Taz's spin move, which lets players blast 
through walls and obstacles. 

The ninja returns 

What little publisher produces innovative 
GBC games that everyone loves? If you 
have just one answer to this m? 11 ion dollar 
question, choose Natsume. The year 2000 
will sec Natsume continuing its self- 
appointed campaign to bring classy games 
with surprising depth to Game Boy Color 
Launching two RPG sequels—Harvest 
Moon 2 and Legend of the River King 2— 
would have been enough to satisfy most 
gamers, but Natsume has bigger plans 
LufiaiThe Beginning of a Legend brings a 























popular RPG franchise from the Super NES 
to GBC, but The Beginning of a Legend is an 
entirely new game, its events predating the 
original Lufia. For action fans, Natsume will 
reintroduce a game that is based on one of 
the all-time NES classic senes—Ninja 
Gaiden Natsume developed the Ninja 
Gaiden games for Tccmo, and the license 
remains with that publisher So Natsume's 
Return of the Ninja will have different char- 
acteis and a new story based m feudal Japan, 
but it will have the same sty It of leaping, 
slashing action that made the NG games 
huge hits. Return of the Ninja will feature 
multiple pathways and special ninja skills 
such as the ability to walk on water, climb on 
ceilings or blend into backgrounds. It 
sounds too cool to miss. 

The gods ara crazy 
about SBC 

Snffire Corp. has been working on a 
franchise concept for rhe past year or two, 
and it's finally coming to fruition. Originally 
called the Young Olympians, the game was 
to reintroduce a young set of Greek gods to 
our modern world where they would 
combat ancient evils that never seem to go 
away. The first game of the franchise is 
going to be for the Game Boy Color, and it's 
now bang called Saffire, after a character in 
the game. We suspect that its just a 
coincidence that the character shares a name 
with the developer. More as it develops. 
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Dragon Ifarrior 
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Heroes of 

Might A Magic 





3DO 

Legend of Zalda: 
Mfrlora’s Maak 



AIRYH CHROMCiiS: 

THE FIRST MAKE 

BAHJQ T001E 

RLUES BROS. 2D0R 

F-J RACING CHAMPIOHSHIP 

NERCBUS 

ISS 2RR0 

KIRBY 64; THE CRYSTAL SHARDS 
OGRE BATTLE 64 
SUPER ROWLING 
TUR0K3 

AUCEIR WONDERLAND 
ARMY MEN: AIR ATTACK 
CDOC 
CRYSTALIS 


FUTURE 


ARMY MEN: SARGE'S HEROES 2 
BATMAR BEYOND 
HR MOUNTAIR 2RRR 
CONKER'S RAO FUR DAY 
CDUISIR' EROTICA 
DINOSAUR PLANET 
DISNEY'S DONALD D1KR 
ETERNAL DANRRESS 
HEY YOB, PIKACHU1 
TRE LEGEND OF ZELDA: 

MAJQRA'S MASK 
MADDEN NFL 2001 
MARIO TENNIS 
MEGA MAN 64 
MICKEY'S SPEEDWAY USA 
THE IEW ADVENTURES 
OF BATMAN 

NFL BLITZ 2DDT 

NFL QUARTERBACK CLUR 2001 

POLARIS SNOCROSS 

ROKeMON PBZZLE LEAGUE 

POWER KABGEBS 
URRTSPIED RESCUE 

REARY 2 RUMRLE 2 

RIGA 

ROSWELL CONSPIRACIES 
RUSR2R49 

SER-DOO HYDROCROSS 
SPIDER-MAN 
SUPER MARIO RPG 2 
SYRREY 2DM OLYMPICS 
TAZ EXPRESS 

TONY HAWK'S PRO SKATER 2 
VIP 

TBE WORLD IS NOT ENOUGH 

WW ARMAGEDDON 

X-MEN 

5 A SIDE 

ALIENS 

AAMYMER2 

AUSTIR POWERS 

BARBIE'S FASNION PACK 

BUFEY TRE VAMPIRE SLAYER 


DAFFY DUCK; FOWL PUT 
FIFA 2ROO 
HERCULES 

HEROES OF MIGHT A MAGIC 
MIRAMANX 
PERFECT RARR 
SAN FRARC1SC0 BBSft 
SUZUKI ALL-STAR 
EITREMI RACING 
TEST DRIVE; CYCLE 
TONIC TROUBLE 
TRICK BOARDED 
WICRED SUBFINR 
X-MEN MUTANT ACAOfMEY 
XENA 


CASTLEVANIAII 
CROC 2 

CRUSADERS OF MIGBT& MAGIC 
RAIKATANA ARVENTURE 
OISBEY'S ALADDIN 
OJSBEY'S DONALD OUCB 
DISNEY/PIXAB'S BUZZ 
LIGHTYEAR OF SPACE COMMANR 

RAURTLIT LERERRS 
GORS OF RAMES 
DONKEY BONR COUNTRY 
HARVEST MOON 2 
IBSPECTOR RADRET 
LEGENR OF THE RIVER RING 2 
TBE LITTLE MERMAID 2 
LOONEY TUBES 
COLLECTOR: ATTACK! 

LUFIA: TBE REGIRNINR 
OF A LEGEND 

MAT ROFFMAN'5 PRO WflX 
POK6MON PUZZLE LEARUE 
PORoMOH GOLD 
POReMON SILVER 
POWERPUFT GIRLS 
POWER KANRERS 
LIRRTSPEED RESCUE 
RETURN OF TBE BINJA 
BUGRATS IN PAWS 
TRE SIMPSONS 
SYDNEY 2R0R OLYMPICS 
TIER 
TERRITORY 

TWEETIE'S HIGR FLYIN' 
ADVENTURE 

WALT RISREY'S THE iURRLE BOOK 

WARIOCKED 

WWF 

THE WORLR IS NOT EHOUGR 
X-MEN: MUTANT WARS 

ZELDA: TR1FOBCE 
SERIES 0 TITUS) 


NINTH 

GAME 
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You* little pink friend from the NfcS, 
Super N£S and Came Boy is back! 

•h enemy-inhaling superstar 
bounds onto the N 64 in an 
^fion/adventure that will take 
y ' 4 opsh»r and beyond. The ©ark Matter has made 
-i things on Ripple Star, leaving Kirby to pick up the 
es on a series of treacherous planets. Start your journey 
finr < n^til-cpllecting coverage in July. 

;^ARLOCKED 

Vast *rttd<* of brave knights 
nd foul beasts arc dabbing on 
the Game Boy Color. Well walk 
you through the fmer sword 
point* of real-time strategy 
next month. 

Crystalis 

The four elemental swords 
itisng to hr found in this adap¬ 
tation of the NES for 

Game boy Color. Our snge 
advice v.ifl hxip y on become the 
savior of Dragonia. 
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NP BACK ISSUES 

These Nintendo Fower issues are available indivr'unlly Add 
them to your collection 1 Feitures in ecch issue are listed below 

Use die Kaek iK-ac/Dp Book Ordet Rirtn n chis issue ro order past 
Nintendo Power issues and books or rail our Consumer Service depart¬ 
ment ar 1**00-255-3700 to order by phone with Visa or MasterCard 

Volume 132 (May 00) Excitehike 64, lerfecc Dark Multiplayer 
Strategy .'omberman 64 Tbe Second Attack- -least Wars 
Trsnsmef afs Looney Tunes Collector Alert! (GB) Bombennan 
Max Blue Champion/Rel Challenger (GB) Metal Gear Solid 
(GF), Tumb Raider (G") Hercules Preview E3 Preview and 
Predictions Lonney Tunes Duck Dodgers Preview, 3999 Nintendo 
Power Awards Winners 

Volume 131 (Apr '00)* Tony Hawks Pro Skater Petferr Dirk, 
BftTtltzoiK' Rise of the black Do^s, ECW Hardcore Revolution, 
All-Star baseball 2003, Daikatana latcmation.d Tr?ck iv Field Top 
Gear Hyper ike Rainbow Six (GFPokemon Tra Jim Card Game 
(Go), Excite! .ike 1*4 Preview Army Men Ait Combat Preview Kirby 
64 Preview, Goomba Gazette 

Volume 13O (Mar 00)* FokFmon Stadium, HydroThunder, South 
Park Rally Brunswick Cucuii Pro Bowling, Rally Challenge-2000, 
Nutle.ir Strike 64, F.lister Master (GB) Layman (GI) Perfect 
Dark O^re Battle Preview Tomb Raider Preview (GB), 1999 N? 
Awards Nominations Funtasuc Ser.ca Colored Consoles 

Volume 129 (Feb. 00) Disney s Taram Pokemon 5c.* liuin Preview 
World League Sot an, PGA European Tiur Fighter Destiny 2 Rjdgc 
Racer 64, CyberTig;cr Turok Rite Wars (GB) Bionir Commando 
(Gb) NST Game Makers Tony Hawks Pro Skater i review, 
Crystals Preview 

Volume 12$(jan oo> Mano P*rty 2 40 Winks Millennium 
Prethcnons Worms Armageddon Donkey Konq 64-Pun 3 
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Deep Packet Gecko (GB) 
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Casdevami Legacy of Darkness Donkey Kong 64— Parr 2 NBA 
N<H Tip-Off 2000 Ready 2 Rumble, Top Gear Rally 2 Rainbow 
Six Operation Y2K Countdown, Mickey s Racing A (venture (GF) 
Jew Wan. Episode I Racer (GF), Ghosts u Goblins (G3) 

Volume 12.6 (Nov.’99)*Di nkey Koor 64, Rocket. Robot on Wheels 
Harvest Moon 64,Jer Force Gemini NBA Counside 2 Featuring 
KobeBryint Resident Evi 2 Monopoly Earthworm Jim yD 
FattleTinX2 Mono Gnlf (GS) Survival Kida(GF-) 

Volume 125 (Oct.'99^Jer Force Gemini Army Men, Sarpes Heroes 
St&rcrafr 64 Ro .d Rash 64 WmB\ck Hit Wheels TnrLa Racing, 
Barman 2. The Great Escape WCW Mayhem Knorkour Kings 
2000, Pokemon Special Pikarhu Edition (GB), Donkey Kong 64 
tu-Scuce Dr uo Strategies 

Volume 124 (Sept 99)* Jec Force Gemini Preview, Gauntlet 
Legends Hybrid Heaven-Part 2 NFL Blitz 2000, G ex 3 Deep 
Cover Gcrko he Volt Shadow Man Madden NFL 2000 Vs NFL 
Quarterback Club Sprocket Preview Starcraft Preview Tann 
(GB) Revelations The Drnor Slayer (Gb), Looney Tun« (GF) 
Deja Vul & 11 (GF) Players Choir e Strategies 

Volume 123 (Aug. 99)" Hybrid Heaven WWF Aratudf World 
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Freview, bass Hunter 64 , Duke Nukeir Zero Hr*ur, LEGO Hjcct 
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Hybrid Heaven Preview Inside E> The Future of Nintendo Tnc 
New Terns Ruf-tats Scavenger I Inn: Mono Golf Preview Sh&lcw 
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Volume JiO (May '99)1 Guide to Lx Shu Iffcis, Episode I kader 
Preview 199* Nintendo Power Awud Winner* Superman. All Star 
Baseball 2000 Shadowgite 64.Trials of rhe Four Towers All Slur 
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TWICE THE POWER! 
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NINTE NDO'S 

==POWER 

Nintendo Power magazine, pr? 

the only source for game 'K^g a fe ^ 
play information straight 
from the pros at Nintendo, 
is teaming up with Nin- 1 
tendo Power Source Online I .-‘jfc. 
like never before to bring 
you the very best in gaming 
news, tips and strategies. 

Look for the new NP icon in our feature 
articles to point you to extended coverage 
on the World Wide web. 


ninlendopower.com 

*- •• J I i 

A* , 

The total package of game play 
power is just beginning. At ninten- 
dopower.com you can view pro game 
play footage that takes you through 
the tips from Nintendo Power maga¬ 
zine step by step. And this is just the 
start. Look for future developments 
at nintendopower.com to power-up 
your game play skills! 
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Subscribe via our 
web site at 

www.nintendDpDwer.cDfn 
or call l-8aa-255-37a0 
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Sucka, that is one 
k 2AAA AD surf! > 


“H/cd shorts 
dude! 


(Jgh, grrr, burp... grunts thhbbbt. 


That looks like my 
Sunday duds..., 


Doesn't 
surprise me. 


Throw that shirt 
into the fire! 


Hey mister, ye might 
mnna check out 
the “Style" section! 


fmJustlucky / 


Instead, outfit yourself with these hot games from 


EVERYONE 

A*rv 


Mild Animated Vtofence 
Cotmc Miicbref 
Anmuttd Violence 





MIDWAY 

www.mjdway.com 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



